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We only supply members but you can order as you join. 

ANNUAL MEMBERSHIP: UK £6.99 EEC £8.99 WORLD £10.99 

The Special Reserve full colour club magazine NRG is sent to all Bjj^-........ S -- 

members bi-monthly. NRG features full reviews of new games 
a plus mini-reviews, new products, Special Reserve charts, ^ 

I Release Schedule and hundreds of special offers. 

PLUS - EVERY ISSUE CONTAINS 

HP £30 worth of money-off coupon 

to save even more money off our amazing prices. 

We sell games and accessories, all at amazing prices, for Megadrive, Master System, Game Gear, 
Super NES, Gameboy, NES, Lynx, Amiga, Atari ST, IBM PC and CDTV. 


F Best Service, Best Prices, Biggest Selection 

120,000 people have joined Special Reserve, so don't delay, join today! 

You can phone in your order or use this coupon > 


0279 600204 Official UK Stockist 


4 ^ ' Jt/ ^ I 

Games Club 


m LOOK! SUPER NES GAMES 

DEALS All SNiS gomes indude MH Membership & 
a E5.00 Deploy Vowher 


Phone 0279 600204 for our 
FREE 8-page Colour Catalogue 


*£10 off a game offer. You can buy one Super NES game at £10 off our catalogue price when you buy a 

Please order the game at the same time as the Super NES. 


STEREO 
EARPHONES(ALSO 
FOR USE WITH 
PERSONAL 
STEREOS) 
3.99 


GAMEBOY EXTRAS 
TAKE YOUR PICK.. 


MAGNILIGHT 
FOR GAMEBOY 
(COMBINED 
MAGNIFIER 
AND LIGHT) 
13.99 


BATTERY PACK 
(RECHARGEABLE 
FROM MAINS 
ADAPTOR) 
23.49 


HANDY BOY FOR 
GAMEBOY 
(MAGNIFIES AND 
LIGHTS SCREEN, 
AMPLIFIES SOUND AND 
ACTS AS MINI 
JOYSTICK) 
19.99 


LOGIC 3 
GAMEBOY 
PROTECTOR 
CARRY CASE 
9.99 


ORDER NOW 
IN TIME FOR 
X-MAS! 


HARD CARRY CASE FOR 
GAMEBOY (STORAGE 
SPACE FOR EARPHONES, 
SCREEN CLEANING KIT AND 
4 GAMES) 
9.99 


Super NES (Super Mario Pack) 

With Super Mario World, one Joypad 
FREE Special Reserve Membership 
FREE £5.00 Replay Voucher _ **** 4 * 4 * 

*£10 OFF any one Super NES game |29 99 


Super NES (Streetfighter Pack) 

With Streetfighter 2, one Joypad 
FREE Special Reserve Membership 

FREE £5.00 Replay Voucher 159.99 


*£10 OFF any one Super NES game 


Super NES (Scope Action Pack) 

With Nintendo Scope 6 Light Gun 
6 games for Scope 6, one Joypad 
FREE Special Reserve Membership ICQ OQ 
FREE £5.00 Replay Voucher 
*£10 OFF any one Super NES game 


I ACTRAISER .47.99 

i »*^«J ADDAMS FAMILY .42.99 

h ANOTHER WORLD.42.99 

BLAZING SKIES (WINGS 2) .37.99 

DRAGON’S LAIR .44.99 

EXHAUST HEAT .44.99 

F-ZERO .37.99 

f | FINAL FIGHT . 47.99 

~ HOME ALONE .44.99 

JOE & MAC - CAVEMAN NINJA ...47.99 

KICKOFF .42.99 

KRUSTY’S FUN HOUSE .44.99 

LEMMINGS.47.99 

PAPERBOY 2 .37.99 

I ttSiff PILOT WINGS . 37.99 

POPULOUS .42.99 

=*?= t RIVAL TURF.42.99 

ROBOCOP 3.47.99 

^rg^iSiMCITY .37.99 

...... 62.99 

Super NES from Special Reserve. 


t w aam^ a W SUPER ADVENTURE ISLAND 42.99 

SUPER ALESTE .42.99 

SUPER CASTLEVANIA 4...42.99 
SUPER GHOULS AND 

GHOSTS.37.99 

SUPER MARIO WORLD 42.99 
SUPER PROBOTECTOR42.99 

SUPER R-TYPE.37.99 

SUPER SMASH TV .44.99 

SUPER SOCCER .37.99 

SUPER TENNIS.37.99 

SUPER TURRICAN .37.99 

ISUPER WWF 

IrWRESTLEMANIA.44.99 

TEENAGE MUTANT HERO TURTLES 4 42.99 

TOP GEAR. .42.99 

ULTRAMAN .37.99 

H “UN SQUADRON .47.99 

SZELDA 3 - LINK TO 
THE PAST .37.99 


HAT WE HAVE FOR YOUR 


GAMEBOY 

Tetris game, Batteries, Stereo 
Headphones. Two Player Lead 
FREE Membership 
FREE Holster, Cartridge Pouch, 
Belt & Stereo/Camera Case 
or FREE Konix G.B. Holster 


69.99 


GAMEBOY GAMES 


PLEASE STATE YOUR CHOICE OF "HOLSTERS & 
BELT" OR "KONIX HOLSTER" ON THE ORDER FORM 


KONIX G.B. 
HOLSTER 
FOR GAMEBOY 
(ATTACHES TO 
BELT) 


NUBY GAME PAK 
CARTRIDGE CASE 
(HOLDS 12 GAMES) 
9.99 


ADDAMS FAMILY .20.99 

ADVENTURE ISLAND .20.99 

ASTEROIDS.16.99 

BART SIMPSON' S ESCAPE FROM 

CAMP DEADLY .20.99 

BART VS JUGGERNAUTS .23.99 

BATMAN .20.99 

BATMAN 2 - RETURN OF THE JOKER...20.99 

BATTLETOADS .20.99 

BILL & TED’S EXCELLENT ADVENTURE...23.99 

BLADES OF STEEL .20.99 

BLUES BROTHERS .22.99 

BOXXLE .13.99 

BUBBLE BOBBLE.20.99 

BUGS BUNNY.18.99 

BURAI FIGHTER DELUXE .13.99 

CASTLEVANIA .13.99 

DOUBLE DRAGON 2.20.99 

DOUBLE DRAGON 3.23.99 

DR FRANKEN .22.99 

DRAGON’S LAIR - THE LEGEND .22.99 

DYNA BLASTER.13.99 

FERRARI GRAND PRIX .23.99 

FORMULA 1 RACE 

(WITH FOUR PLAYER ADAPTOR).24.99 

GARGOYLES QUEST .18.99 

GAUNTLET 2 .20.99 

GEORGE FOREMAN'S BOXING.23.99 

GHOSTBUSTERS 2 .18.99 

GOLF.17.99 

GREMLINS 2 .20.99 


HOLSTER AND BELT 
FOR GAMEBOY WITH 
CARTRIDGE POUCH 
AND PERSONAL 
STEREO/CAMERA CASE 


HOME ALONE. 

.20.99 

HOOK . 

JORDAN VS BIRD . 

KICK OFF. 

.22.99 

.22.99 

KID ICARUS. 

.18.99 

MEGA MAN . 

MICKEY MOUSE. 

.18.99 

.20.99 

MISSILE COMMAND. 

MOTOR CROSS MANIACS . 

.13.99 

.13.99 

NAVY SEALS . 

.18.99 

NEMESIS . 

.18.99 

OTHELLO. 

.18.99 

PACMAN . 

.20.99 


ACTION REPLAY CARTRIDG 
FOR GAMEBOY 
(ALLOWS CHEAT CODES ETC.) 

26.99 

LOGIC 3 RECHARGABLE 
BATTERY PACK FOR GAMEBOY 
(FITS INTO BATTERY 
COMPARTMENT. GIVES 7 HOURS 
PLAY - MAINS ADAPTOR REQUIRED) 
13.99 

LOGIC 3 MAINS ADAPTOR FOR GAMEBOY.7.99 

CAR ADAPTOR FOR GAMEBOY .5.99 

GAMELIGHT FOR GAMEBOY (FOR DARK OR DIM LIGHT) 9.99 

4-PLAYER ADAPTOR FOR GAMEBOY.15.99 

CLEANING KIT FOR ALL CONSOLES OR HAND-HELDS 6.99 
STORAGE RACK FOR CARTRIDGES (STACKABLE) ...9.99 


PARASOL STARS .22.99 

PRINCE OF PERSIA .20.99 

PROBOTECTOR.20.99 

R-TYPE.20.99 

SHADOW WARRIORS .20.99 

SNEAKY SNAKES.20.99 

SOLOMON’S CLUB .20.99 

SPIDERMAN 2.23.99 

SUPER HUNCHBACK .22.99 

SUPER MARIO LAND .18.99 

SUPER MARIO LAND 2 .23.99 

SUPER RC PRO-AM .20.99 

TEENAGE MUTANT HERO TURTLES ...19.99 

TERMINATOR 2 .23.99 

TINY TOON ADVENTURES.20.99 

TIP OFF.20.99 

TRACK MEET.20.99 

TURRICAN .19.99 

TURTLES 2 .24.99 

WWF SUPERSTARS.20.S 

WWF SUPERSTARS 2 .23.S 


SUPER NES EXTRAS 
TAKE YOUR PICK.. 


V > +0 


NINTENDO SCOPE 6 
LIGHT GUN FOR SUPER 
NES WITH 6 GAMES 

FREE SPECIAL RESERVE MEMBERSHIP 

59.99 


BEESHU 
ANGLER 
JOYPAD FOR 
SUPER NES 
(WITH SLOW MOTION 
AND TWO-SPEED 
AUTOFIRE) 17.99 


QUICKJOY SN PROPAD FOR SUPER 
NINTENDO 

(WITH SLOW MOTION AND TWO SPEED 
AUTOFIRE) 

12.99 


QS160 SUPERCON 2 
JOYPAD FOR SUPER NES 

12.99 


STORAGE RACK FOR CARTRIDGES (STACKABLE) .9.99 

CLEANING KIT FOR ALL CONSOLES OR HAND-HELDS .6.99 

MONITOR LEAD - SUPER NES TO PHILLIPS 8833 MK 2 MONITOR ...7.99 
SCART LEAD - SUPER NES TO TV WITH SCART INPUT .9.99 


Inter-Mediates Ltd. Registered Office: 2 South Block, The Maltings, 
Sawbridgeworth. Herts CM21 9PG. 

Inevitably, some games may not yet be released. Please ring Sales 
on 0279 600204 for latest release dates and stock availability. 


WE ONLY SUPPLY MEMBERS BUT YOU CAN ORDER AS YOU JOIN. 
THERE IS A SURCHARGE OF 50p PER GAME ON TELEPHONED ORDERS. 
PLEASE PRINT IN BLOCK CAPITALS) JB3B PEG 


Name_ 


.Postcode _ 


Phone _ 


Enter membership number (if applicable) or 
Membership £6.99 UK, £8.99 EEC, £10.99 World 


tern 


tern 


ALL PRICES INCLUDE UK POSTAGE & VAT 


Cheque/P.O./Access/Mastercard/Switch/Visa Switch Issue No 


Credit card 
expiry date_ 


.Signature. 


Cheques payable to: SPECIAL RESERVE 

P.O. BOX 847, HARLOW, CM21 9PH 

Overseas Orders: EEC software orders - no extra charge 
World software orders please add £1.00 per item. 
Non-software items please add 10% EEC or 25% World. 

Overseas orders must be paid by credit card. 























































































































































































































































CLAIM 

YOUR 

90210 

T-SHIRT 

NOW!! 

0839 - || 
550030 


l&'M 

i 1 §H 


0839 - 

550039 


ciAiM yours novi 

0839-5S0033 


GET YOUR 
HANDS ON A 
WRESTLE 
STICKER PACK 


Sm& s 

SW®*£s*»w"’ 


0839-550039 


CLAIM youpc 


39-550038 


CALLS COST 36p / MIN. CHEAP RATE, 48p / MIN. ALL OTHER TIMES INC, VAT. PLEASE ASK PERMISSION BEFORE YOU CALL. AVERAGE LENGTH OF CALL 57* MINS WHICH WILL COST £1.98 AT CHEAP 
RATF POST PACKING + HANOI ING CHARGFS-T-SHIRTS £1 75 OTHFRS £1 © MFGAFONF LTD 199? MFGAFONF SANDYI ANDS HOUSE. MORECAMBE. LANCS. LA3 IDG. 


PACK 

PLUS 

POSTER 


console craw 

tcHmT .m 


0839-550034 


0839-550040 


Rf 1 \ 

^83^5500371 

/SlKUj 






TO CLAIM r 
\yooRs7n 
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CONTROL - the very first completely unofficial 
Super Nintendo magazine has been brought to you 
by the letter C‘, the number T and: 


Maverick Magazines 

Penthouse Suite 
Waters Green House 
Waters Green 
Macclesfield 
Cheshire 
SK11 6LF 

FAX: 0625 511593 

Pretty Words 

Editor 

Nick ‘Amnesia’ Walkland 

Production Editor 

Alex ‘Eezer’ Lee 

Staff Writers 

Alex ‘Moody’ Simmons 
Allie ‘Husky’ West 

Cartographic Contributor 

Dave ‘Sonic’ Goodyear 

Pretty Pictures 

Art Editor 

Paul ‘Lizard King’ McIntyre 
Art Assistant 
Jason ‘Rip Torn’ Simmons 



News Trade Manager 

Carolyn ‘Unfortunately’ Wood 

Advertising Geezer 

Phil ‘He's in Bed’ Davenport 

Pubiisher/Managing Director 

Hugh ‘Covermount’ Gollner 

Printed in the UK 

by William Gibbon & Sons 


Control Is a completely independent and unofficial Super 
Nintendo magazine. Control is not connected to or endorsed 
by the Nintendo Company Ltd (Japan) or Nintendo of 
America, Inc. References to ‘Nintendo’, ‘Super NES’, or 
‘SNES’ are trademarks of Nintendo of America, Inc. All 
copyrights are recognised. 

While Maverick Magazines tries its upmost to ensure 
everything in the editorial or advertising is accurate, Control 
cannot be held liable for any omissions, inaccuracies, 
natural disasters or injuries caused by reading the mag. 

No communication will be entered into unless we re feeling 
particularly chatty, and all competitions winners are at the 
team’s discretion. Family and friends of Maverick can enter 
but they ain’t going to win anything. 

No part of Control may be reproduced without prior written 
permission from the publisher or Allie will pay a visit... 

Special thanks to: 

MEGACOM (0602)475151 
KC s COMPUTERS (0509)211799 
BITS & PIECES (0625) 501810 
CONSOLE CONCEPTS (0782) 712759 





CONTENTS 


GLOBAL CONTROL 

Control has five pages of the latest 
news coverage from around the 
world that all the other SNES mags 
can only sit back and wish for. This 
month we include white hot news for 
the SNES on Zool, Sensible Soccer 
Jimmy Connors Tennis, and Tetris II. 
We also uncover Irem’s latest golf 
game, a stunning volleyball game 
and Pro Quarterback, a quality 
looking American Football 
simulation, and much, much more, 
including the Game Top Ten. 

PREVIEWS 

Hands-on previews of games in the 
latter stages of development. Control 
has the exclusive on Tom & Jerry 
and Hunt for Red October, it samples 
the delights of Another World, and 
checks out the latest from 
Infogrames in the way of Super Full 
Metal Planet and Drakkhen. 


BILLY WILD 

Feast your eyes on Control’s 
introductory instalment of Billy Wild 
a regular cartoon strip featuring a 
true SNES junkie. Destined for 
stardom if anyone was. 


GAME REVIEWS 

Take a quick glance at the page 
opposite to get some idea of the 
latest games we have reviewed in 
these hallowed pages. Some are 
marvellous but some are sheer dross 
- we know how to separate the wheat 
from the chaff. 


OFFICIAL STORY 

We have reviews coming out of our 
ears - this time all the latest official 
games to hit the shelves in 
November. That’s not to mention the 
tons of unofficial imports available if 
you keep your eyes peeled.. 







ISSUE 4 DECEMBER 1992 REVIEWS 


SUPER DOUBLE DRAGON 30 

Spectacular beat’em-up action from Tradewest 
in this latest conversion of the classic 
amusement arcade filler. 


GEORGE FOREMAN 

A boxing sim that lacks punch. Good for a 
laugh, but it grows remarkably tedious as time 
goes by. 


An absolute pants attempt at bringing an 
accurate driving simulation alive on the SNES, 
with totally unreal results. 


For SUPER NINTENDO* Junkies! 


PREVIEWS 


Exclusive peak of the game featuring the 
madcap antics of the world’s most 
favourite cat and mouse duo courtesy of 
Hi Tech Expressions. 


AXEIAY 36 

Alright, it’s another shoot’em-up, but you’ve 
simply got to check out the awesome graphics 
on this blaster. 

SOUL BLAZER 38 

Role Playing games still haven’t ripened in the 
way they should have, but here’s a noble and 
immensely playable attempt. 

SONIC BLASTMAN 40 

Beat’em-up action with a funny face. Great 
cartoon graphics and marvellous sounds make 
this pummeller a cut above the usual yawn- 
provoking punchbags. 

asfcnrevaas ffi .s- aeggmgB pggga _ 


Infogrames’ dabbling onto the official 
SNES front gets the full control preview 
treatment in what was Dave’s favourite 
game on the Amiga. 


Beautiful graphics, sound and enthralling 
yet tricky gameplay in this conversion of a 
classic game by Interplay to be released 
by the end of November. 


ROGUES GALLERY 

What a bunch of talented readers we 
have. No pitiful doodles in our mag, 
just purest artistic quality. Let’s 
keep up the fine standard. 


A rare gem in Infogrames’ conversion of a 
strategic board game, for those who like a 
bit of meat on their challenges. Our secret 
agent checks out the latest news on this 
French offering. 

RED OCTOBER 20 

Exclusive look at Hi Tech’s arcade 
conversion of the brilliant film. Is it just 
scramble underwater? We have a dabble 
at the pre-production cart. 


CONGER 


COMPLETE CONTROL 

Control has the most helpful, 
accurate and detailed maps in 
existence. Just check out these 
pages as we crack Lemmings, 
Streetfighter II, Mario IV and 
Krusty’s. Also, we have a visit from 
guest tipster and ageing rock 
journo, Steve Shark. 


A cheap and tacky game show comes to life in a 
cheap and tacky game cartridge. Absolute 
unwashed, nylon y-front undercrackers! 


CONTROL POST 

Our post bag is an open ended 
thing. You send in your praise and 
grumbles, and we decide whether to 
print them. It’s your soap box, so go 
ahead and use it. 


A golden oldie brought into the nineties on the 
SNES, although you’d never notice it. A good 
challenge and a laugh, though. 


OFFICIALS 4 

Control gives the complete review treatment to 
all the latest official releases. This month we 
spill the beans on Joe and Mac, Krusty’s Super 
Fun House, Robocop III and Home Alone. Not 
forgetting our complete run down on what is 
available, official or import. 


It’s big, it’s bad and it’s back. 
Remote Control, after nearly being 
banned after Walkland and Lee’s 
exploits, now tests the water with 
happy Allie. 














Volleyball Twin 


Control have been keeping 
close tabs on this tennis 

sim developed by the & 

German Blue Byte that is i ^ 
to be published by the ^ 

French Ubi Soft. Now, j_ 

we’ve got a working pre- _ FAULT _ 

production copy. The 

official Super Tennis is an office favourite but Jimmy Connors 
makes it look like a kindergarten game. Being Connors, you can 
select from singles or doubles, against or with another player or 
the computer. There are three levels of difficulty, ranging from 
amateur to professional where you can play familiar faces with 
unfamiliar names. All 16 players have their own specialities, be it 
serving or lobbing, through to backhand returns and forearm 
smashes. You must learn how to deal with the different 

characters, and adapt to their 
tactics and styles. You can enter 
an exhibition match against any 
player with varied sets on a 
selection of courts. There are 
eight, from lawn, hard, clay and 
desert and even Antarctica courts. 


indoor through to the strange 
Each affect the bounce and speed of the ball. Training with five 
coaches is available; they offer advice on the three qualities of 
play as well as serving and net play chat. It is worthwhile to try 
these out, if only for the basics. 

You can also enter the annual circuit with the well-known 
French and American opens, and Wimbledon, together with 
tournaments such as Bombay and Tel Aviv. These have a points 
rating depending on your success, although the lesser 
competitions attract poor opposition and pitiful points 
opportunity. The controls are adaptable and complex; you’ll have 
to wait for next month’s in-depth preview to see. Hopefully, this 
will be in the shops r^ RB Pi ! B 

in early 1993. k D u SSf m 


Never mind the Bonsai - the Japanese must 
have a thing for the miniature. For example, 
take a look at Ascii’s set of new 
controllers - they take the biscuit. 

Palm-sized SNES controllers 
^7 are looking to be all the rage over 

• in the land of the rising sun. 

y They feature all the essentials 
m y of a SNES controller to fit snugly in your hand with easy 
I access to the ABXY buttons on the edge and 
| / J underneath, with left and right, and start and select 

m * / Jj buttons at suitable angles. 

With a selection of models to choose from, is this 
taking ergonomics to new extremes? Ideal for left and 
right handed gamers, we will give you the low down soon to 
see how easy it is to get to grips with. 


GLOBAL 


Volleyball seems to be popular 

everywhere except here in good C £S £? C 

old blighty. However, this could 

change when you sample the - 

delights of the SNES eight meg 
game of the same name. 

With one or two players, you f 

can select from one of eight 
volleyball teams from America, 

Italy, France, Cuba, Russia, r «- 

Turkey, Japan and Brazil to play 

head to head or a league. Each 

team has a power rating, with 

individual players having certain 

skills. You can chop and change 

your players, as well as selecting where you want 

to play. You may even play on the beach. 

Keep your eyes peeled for our review. 


OJPN 


Gadgets Galore 


mammi 


ii 
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Sheffield based games maestros Gremlin 
have announced the production of Zool on 


Populous 11 

Our man in Japan tells us about the 
enormous hype Populous II is 
generating over in Japan. All the 
better because Populous II is being 
produced by British based 
development team, Bullfrog. 

Set in mythological Greece, you 
play the part of an ancient God using 
natural disasters and strategic 
mayhem to defeat a computer 
opponent. Now its launch has been 
put back to January in Japan, and 
you should see it officially in the UK 
at that time. 


MONOPOLY 


TETRIS II 


the SNES. Zool is an Intergalactic Ninja 
from the nth dimension and is supposedly 
the home computer equivalent 
of Sonic and Mario. Judging _ 
by the Amiga charts at the 
moment, it’s a stormer. 

Zool is a versatile • 

character, with the ability to # 

run, jump, spin, slide, f 

crouch and scale walls, not 
forgetting letting off smart * 

bombs, shields and the weird 
twozool option, he can beat 
off all manner of nasties it 
comes across. And what strange 
characters these are in the six incredibly 
weird and diverse worlds. 

Zool is tiny in human terms, as he has to 


The world’s most famous board game of 
greed, corruption and estate agency 
management has hit the streets in the states 
from Parker Brothers and Sculptured 
software. Monopoly features all the classic 
elements of the American Monopoly board 
and has some smart graphics incorporating 
digitised hand shakes and sound effects. 

Not only will you have to cope with 
dazzlingly good computer opposition, but the 
game includes 12 preset game scenarios for 
added challenge. Easy to control, with 
excellent presentation (you can see the 
buildings built and mortgaged away) and great music, you’ll be able 
to get your mitts on this classic any time now. 


gathering speed to test your hand-to-eye 
co-ordination. 

The backdrops look splendid and there 
are loads of them so you will not become 
bored easily. 

BomBliss is crammed onto eight 
megabytes but you won’t catch a glimpse 
of this game until early in the new year 
when it’ll be initially imported. We wait with 
baited breath. Can it really improve on the 
original? Find out in Control. 


suggests, this 
version contains 
bombs with which 
you can wipe out 
the entire screen. 
There will be three 
music types over 
14 stages, each 


do battle with jellies, bumble bees, popcorn, 
pea pods and paper aeroplanes through levels 
ranging from the sweet world, to fruit, music, 
toy and tool worlds until the finale on the 
funfair world. We have no news yet on 
additional options and levels, but with the 
SNES’ capabilities, who knows? 

For those eager to go zooling you’re 
in for a long wait as it is set for release in the 
third quarter of next year. 
However, rest assured that 
Control will keep you informed of 
any further developments. 


ZOOl 


Multi Adaptors 

In Japan, multi adaptors are being 
developed which allow for up to four SNES 
controllers to be plugged in, thus enabling 
four player games. 

Details are sketchy at the mo, but two 
have come to the notice of Control. The 
first is by HudsonSoft and another by a 
lesser known company. 

Control hope to get their hands on one 
any day now, so keep your eyes peeled for 
further bulletins. 

What is really getting us excited is the 
possibility of games like Bomber Man on 
the SNES - what a juicy prospect that 
would be. 




If Sumo’s your thing, you’ll 
be pleased to learn that 
two games are in the 
pipeline at the moment, both of which feature the 
lard asses we’ve come to love thanks to Channel 4. 

They look remarkably similar to one another, 
both offering a choice of fighter and attacking play. 
At least one of these offerings should be in the 
stores any time in the near future. 


At last. It’s here, the follow up to one of the 
most classic games of all time. Forget the 
song, the Game Boy version or the myriad 
of others conversions - this is the baby. 

BomBliss features three game types 
and styles with a puzzle version and two 
player option for head to head action. As 
the name 























































GLOBAL 




Irem Major Title 


Irem are no strangers to quality games but this 
time they’re dabbling on the sport side. Irem 
Major Title Golf is their first to 
burst onto the scene. 

An eight meg cart is 
crammed to the brim with 
special golfing features. You’ve 
probably seen most of them 
before but Irem have also 
included spectacular scenery, 
animation and sound effects, 
they’ve even included a 
challenge bonus in the skins 
option. Irem are keeping tight 
lipped about any British or 
American release yet, but we 
know that this class looking 
eight meg golf game will be 
released in Japan by Christmas. 


Texas based software house, 
Tradewest, are gearing up an 
attack on the American 
Professional Football front, 
an area that is poor on the 
SNES at the moment, 
although there are some 
bright spots on the horizon. 





Capcom Mickey Mouse 


In last month’s Control we made a slight cock-up with the prices on the 
Toymaster advert. This has now been changed, so why not take a gander at 
what they have in stock, at realistic prices in their advert on page 74. 


Fans of the sport can pit their 

wits against opponents from 26 professional teams. Claimed to 
be the most authentic American Football game ever, it offers a 
range of options without being too daunting to the amateur. 


Featuring a goal perspective viewpoint, like Super Soccer, 
Pro Quarterback brings the full glory of the sport alive in living 
colour and crunching sound effects. Even little pointers are 
added such as digitised images of real players in uniform to 
tempt the die-hard fans in the UK. Tradewest have tried to leave 
no stone unturned in bringing the detail to life. Even end of 
game stats and opening sequences are included. Pro 
Quarterback is to be released stateside between November and 
December. We have no word yet on an official UK launch. 


We’ve mentioned the exploits of 
Disney’s most famous rat, but 
here are a few more grabs and 
artwork to tempt you. We should 
receive our copy any day now so, 
as with all Capcom SNES games 
to date, expect something slick 
and special. 


PRO QUARTERBACK 





































Team Suzuki 

Gremlin are no strangers to the driving game 
genre. Having developed both Nigel Mansell 
World Championship and Top Gear on the 
SNES, they’re now moving onwards to the 
motorcycling arena. What we’ve been told 
about the provisionally titled Suzuki game is 
that it will be awe inspiringly fast. The fastest 
and smoothest driving game ever to hit home 
consoles has been promised. 

Featuring none other than ‘mode eight’ it 
is set to dazzle anyone with its rotational 
speed capacity. Admittedly, we’ve never 
heard of mode eight, but if it’s an 
improvement on mode seven, it must be 
pretty special. Gremlin are tight lipped about 
the content, although you can expect 
something special from the masters of the 
driving game. 


Cosmo Gang is a shoot’em-up in the classic 
vein of things. It brings in attributes from 
Space Invaders and Galaxians, yet is 
brought up to date with dazzling colours and 
smooth action. 

The aim is to blast all-comers with a 
variety of weapons set against some glorious 
backdrops and animation sequences. To add 
a bit of spice, there are end-of-level 
guardians and challenging stages to boost 
your score. Two players can also join in the 
fun at the same time. 

■ We eagerly await the postman to drop this through our 

door for an in-depth review. But if you can’t wait that long 
you will be pleased to learn that this eight meg cart should 
reach our shores any day now. 

COSMO GANG 



Ranma 1/2 

Ranma 1/2 has been available for aeons 
now. Some of you may be familiar with 
the game where you pan the opponents 
stupid in bouts of sheer violence. 

It was never a bad game, but here 
comes the all new version. Twelve meg 
of glorious punch action with improved 
animation, backgrounds and loads of 
moves. 

Selecting from a wide choice of 
characters including an all powerful 
panda, see this imported for Christmas, 
or early in the New Year. 
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Amiga Screenshots 



Sensible Soccer was a game that took the bull by the horns 
and won. The bull was Kick Off II on the Amiga, and Sensible 
Soccer was the game that challenged the classic and 
remained top of the all-formats chart for 14 weeks. Now 
Sensible are hard at work producing the SNES version that 
will have most of the Amiga features together with goodies 
specially for the SNES. Over 160 teams are available for 
selection, from well known national and team sides to the 
bizarre. Each team has different qualities and standards, with 
certain players having various flair and skill. 

The game relies heavily on realism, so squads have 16 
players with a huge choice of options. The players are seen 
on screen as they are in real life. Black players are black, 
blonds are blonds. A criticism of the Amiga version was the 
smallness of the characters, but these are to be made larger 
for the SNES. Sensible Soccer will feature all the new laws 


including the back pass rule. Red and yellow cards will also 
make an appearance. Tactical decisions are catered for with 
six set formations and one each for all-out attack or defence. 
You can adapt these during the match and substitute 
players. Action replays are part of the package. Hopefully, 
these will be saveable. This is may be the only drawback as 
the space for save slots is limited, but hopefully Sensible will 
get around this. A variety of control methods to choose from 
and a choice of skill, leagues and cup competitions are all 
promised. With music from Captain Sensible, it’s definitely a 
Premier and not a Diadora contender. Sensible Soccer is 
midway through development, although it should hit the 
stores in three to four months. Expect it to be a massive hit. 


KING OF THE FIGHTERS 




Fans of the Neo Geo arcade game King of the Fighters will 
be pleased to hear of its conversion to the SNES. This 
beat’em-up action game is set in a city of various stages 
where you challenge the local hero to a game of fisticuffs. 

When you pop into places like Pao Pao Cafe, West 
Subway and Sound Beach you must expect something 

better than fist action. There is. Special 
weapons, attacks and manoeuvres are 
all part and parcel of the package. Will 
it put up a fight against the almighty 
Street Fighter II? We shall see. 

Takara, the makers of King of 
the Monsters for the SNES, will release 

King of the Fighters in Japan at the end of November, so most good 
importers should have this 12 meg beauty in stock by December. 


INFRA RED 
CONTROUER 

Your wire not long enough? Forget 
the Capcom joystick, what SNES 
owners want is a joypad. 

The bruising joystick has had 
its day and now Konami have 
released the Hyperbeam controller 
in Japan. 

Looking remarkably similar to 
the SNES controller we all know 
and love as that’s exactly what it is, 
this controller has an infra red 
beam where the wire would 
normally go. 

This zaps your joypad 
commands at the speed of light to a 
satellite dish-like receiver plugged 
into your SNES. 

To date, we have no news on 
SKY compatibility. 
































NEWS 


At last. Somebody has the common sense 
to realise that pinball is where it’s at 
nowadays. Jaki Crush Pinball contains 
most of the features of a standard pin 
table, as the SNES scrolls upwards to fill 
the table. However, there are certain 
changes as you aim to blast away at 
demons popping out of holes. 

There are also space invader-like 
screens and guardian bosses to deal with. 
Looking remarkably similar to Devil Crash 
on the Mega Drive, Naxat’s Jaki Crush will 
be available on Japanese import from 
December this year. 


GAME 


GLOBAL 


British development Team, 

Argonaut Software, appear to ||pP^ Jfbk" 
have a corker in the way of | .yvf 

Royal Conquest. It features a |_ | 

battle royale to become the top ; - y -, L*j. 5 Jf 

dog in medieval times. 

Controlling your army isn’t 

a rough ’n’ tough beat’em-up < *■ 

but is more along the lines of a ^ 

Lemmings control system, in 

selecting characters and giving them a job. 

What is extra special about Royal Conquest is that it’s one of 
the first games with the opportunity to utilise the SNES mouse. 


Royal Conquest 


Released by Jaleco, this 
four meg cart should be 
available from grey 
importers by the end of 
November. Look out for 
the full low-down. 


Jaki Crush Pinball 


You’ve seen the original series on Sky 
(if you’ve got it, that is), and more 
recently a British Hybrid on Sky, but 
now you can play this ridiculous 
contest of speed and brawn on your 
very own SNES. 

The aim of the game, as in the 
television series, is to pummel your 
opposition with foam filled maces, 
shoot at targets and bounce up and 
down on wires. 

Good fun for a while, but the lycra 
clad meat heads do nothing for me. 
Courtesy of Gametek, American 
gladiators will be available in glorious 
Snesovision any time now direct from 
the states. Rumours 
abound of a UK launch, 
but it’s all fairly hush 
hush at the moment. 


American Gladiators 


1 

Zelda 111 

2 

Super Mario World 

3 

Caveman Ninja 

4 

Super WWF 

5 

Super Probotector 

6 

Smash TV 

1 

Super Soccer 

8 

Castlevania IV 

9 

Top Gear 

10 

Adventure Island 










































X-GEN VIDEO GAMES 



MEGA 

DRIVE 


NEO¬ 

GEO 


NEO GEO 
PACK 


1 CONTROLLER , 
MEMORY CARD, 
GAME & POWER SUPPLY 
ONLY £330.00!! 


PRICE 

DRAGONS LAIR.40.00 

ADDAMS FAMILY.40.00 

TURTLES IN TIME.40.00 

FI EXHAUST HEAT.40.00 

FINAL FIGHT (GUY).40.00 

FINAL FIGHT.40.00 

SUPER PANG.40.00 

GRADIUS III.40.00 

MAGIC SWORD.40.00 

LEMMINGS.40.00 

MYSTICAL NINJA.40.00 

SUPER TENNIS (UK).40.00 

SUPER R-TYPE (UK).40.00 

RIVAL TURF.40.00 

J. MADDEN FOOTBALL.40.00 

GHOULS N GHOSTS.40.00 

CONTRA SPIRITS.40.00 

SUPER SMASH TV.40.00 

ZELDA III.40.00 

TOP GEAR.40.00 

WWF WRESTLEMANIA.40.00 

CASTLEVANIA IV.40.00 

KRUSTYS FUNHOUSE.40.00 

GOLDEN FIGHTER.50.00 

SMART BALL.40.00 

PRINCE PERSIA.40.00 

PGA TOUR GOLF.40.00 

DOUBLE DRAGON.40.00 

WORLD SOCCER.40.00 

SUPER OFF-ROAD.40.00 

AXELAY.40.00 

DRAKKEN.40.00 

DINOSAURS.40.00 

STRIKE GUNNER.40.00 

F-ZERO.39.99 

ROBOCOP 3.40.00 

DARIUS TWN .40.00 

PILOT WINGS. ..40.00 

PAPERBOY II.40.00 

NIGEL MANSELL.CALL 

AGURI SUZUKI.40.00 


All orders add £1.50 P&P. Cheques or Postal Orders made payable to: X-GEN COMPUTER TECHNOLOGY. Send to: 

X-Gen Computer Technology, 2 Oaks Comer, Audiem Road, Hatherton, 
Nantwich, Cheshire CW5 7PQ or telephone (0270) 842082 
WE ACCEPT TRADE INS ON SUPER NES SOFTWARE 


PRICE 

.32.00 

.32.00 

.32.00 

.32.00 

,.32.00 

,.32.00 

,.32.00 

,.32.00 

,.32.00 

.32.00 

,.32.00 

,.32.00 

,.32.00 

,.32.00 

,.32.00 

,.32.00 


CROSS SWORDS. 

MAGICIAN LORD. 

NINJA COMBAT. 

NAM 75. 

SENGOKU. 

FATAL FURY. 

ALPHA MISSION 2. 

GHOST PILOT. 

SUPER SPY. 

CYBERFLIP. 

TOP GOLF. 

ROBO ARMY. 

KING OF THE MONSTERS 
BURNING FIGHT. 


PRICE 
..70.00 
..70.00 
..70.00 
..70.00 
105.00 
105.00 
..80.00 
..70.00 
..70.00 
..70.00 
..70.00 
105.00 
..80.00 
..80.00 



























































































&& A yellow dumper truck signals the 
successful completion of the level 


PREVIEW 


The most beloved cat and 
mouse team in existence 
is set to burst on the 
SNES scene to celebrate 
their golden anniversary. 
Entertaining millions 
throughout the world, 
there's been 50 years of 
madcap mayhem on the 
small screen, and the 
soon to be released full- 
length feature film. 








On the Silver Screen 


Never trust a pink-eared mouse 
that spends his life bugging you. 
Crush the little geek 


Toy shops were never like this 
when I was a kid. Having said 
that, / wasn't a mouse and I 
never popped into the strange 
back rooms 


Jumping over the rubble, our hero 
has to get to the end-of-level sign, 
whilst avoiding the big rat 


Feline and Rodent 


Cheesey Bits 


Cartoon Capers 















(Right) In the heat of the desert, strange things occur. 
You don't see a mirage, but are threatened by tomb¬ 
stones that unleash ghouls when you bump into them 


desert in the south. In the centre of the 
land you'll find the dragon stones, where 
valuable information can be found 


PREVIEW 


Slick vector graphics 
create the mystical world 
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Your journey across Drakkhen will take you 
from the snowy North to the sweltering 


,;j 
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of Drakkhen, a vast land 
providing hours of 
exploration not to 
mention seemingly 
endless quantities of 
computerised lager from 
the many inns scattered 
around. Take control of 
your team of four 
adventurers in search of 



rakkhen is a role-player in 
which you control a team of 
four characters. Your party, 
comprising of a fighter, 
magician, scout and priest, can be 
defined by you before the adventure 
begins, or alternatively the ready-made 
team can be used. Each character can be 
either sex, with five stats deciding their 
physical stature and ability to perform 
certain tasks. Your quest begins outside 
one of Drakkhen’s many castles. Step 
inside and you’ll find out more. 

It seems the land is ruled by four 
dragons, these fire-breathing lizards 
bearing two children; a boy and a girl. 


a massive jabberwocky. Your objective is 
to stop the foul wyrm by collecting the 
eight tears, then using them to destroy the 
ninth - not an easy task taking into 
account the sheer size of the land. 

Action Selection 

After seeking council with the first Prince 
you will realise your first mission requires 
you to travel east, to a dungeon far away. 
You travel across the land as a party rather 
than four characters. 

When your party is confronted by an 
enemy, the four characters will appear 
from the bottom of the screen and perform 
the action selected by you. Most useful is 


the eight dragon tears 


Each child carries a sacred gem, known as 
a tear. It is the ninth tear that wreaks havoc 


the attack icon, allowing you to strike at an 
opponent with a weapon - use magic to 


across Drakkhen, controlled once again by attack or simply stay back on the defence. 





(Below) The icy 
wastelands chill 
your characters to 
the bone. Only the 
toughest survive 
this shadow giant's 
wrath 


loose Tongues 

Alternatively you can talk to a nearby 
character, gaining valuable information 
about the land or your next task. Additional 
actions include kitting out any character 
with equipment you have grabbed. 

The eye allows you to view the 
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You're inside the dungeon, but a strange 
power field prevents you from going 
deeper into the castle. The glyphs on the 
wall obviously mean something, but 
you'll only find out by touching them 
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It's grim news on the star front as 
your officer gives you your mission 
details and waypoints, etc 


(Above) Encounter the travelling 
merchant and he'll offer to buy or 
sell a sack full of goodies. He 
obviously sells equipment at a 
profit, so take care when 
browsing over his stock 


You disturbed the shadow hound 
by knocking his sleeping place, 
and now you'll be ripped into 


\Nander onto the dragon stones 
and a huge fire-breathing lizard 
will crash out of the skies 


There are many inns in Drakkhen, 
each one supplying as many pints 
and castellas as you can take 


Your party consists of four characters; either 
predetermined or self-created. You must have a 
fighter, scout, magician and priest 


ONTRW 


Rooming The lands Of Drakkhen 


immediate location in more detail, while 
the finger icon activates levers and 
switches. Each character is initially 
equipped with a dagger and is clothed in 
rags. Throughout your trek, additional 
weaponry and armour can be found. The 
warrior can use ail weapons, but the priest 
and magician have trouble swinging a 
battle axe and cannot wear heavy armour. 
On the other hand, the magical staffs can 
only be wielded by the spell-casting 
characters; the scout, priest and mage. 

Character Building 

The characters are relatively inexperienced 
at the start of your quest, but vital skill 
points can be earned by defeating the 
enemy. The further your character skills 
progress, the more effective the party will 
be in combat. They will also learn new 
spells required to solve a puzzle later in 
the game. Crammed onto an eight meg 
cartridge, Drakkhen is truly massive, 
bursting at the seams with things to do. 
Looking to be one of the finest role-playing 
games on the SNES, watch out for 
Infogrames’ Drakkhen around Christmas. 
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Another Worlm 
classic on the M 
ST, thus steepm 
nostalgia for tl 
team. Develop J 
French compan 1 
it featured a m j 
approach for a 
plays like a ci 
with added ac 
adventure eleni 


Fans of the original will notice that this is all new with 
Lester peering through the window. Very fancy, but 
that 's all I'm going to tell you 
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You approach your offices with a 
smart little handbrake turn 




Another Time & 


[_ lay the Cats Out! 


Another Place 


Its just another run of the mill, wet and 
thundery weekday evening when you (as Lester 
Chaykin) return to work to do some overtime on 
your personal project. Inevitably you set off the 
chain of events that will catapult you into the 
horrors of another world... 





















































































The tranquil relaxation of the 


Dashing through the prison, 
ensure Lester protects his chum 
and more essentially, himself 


(Above) This big beauty is about 
to rip our hero's guts out so relax 


You go down the lift to the 
bowels of your lab 


ONT^Mh 17 


You get to star in the story of your own 
making. The major criticism of this and its 
Amiga/ST predecessor, is the somewhat 
linear gamepiay. it is tough initiaiiy, but 
once sussed you’ll never forget it. 

This fault has, however, been diluted 
somewhat by the addition of further levels, 
more rooms and extra nastier nasties in 
your way. So much so, Interplay claims, it 
now has an eyebrow-raising additional six 
hours of gamepiay. 


Sounds are absolutely stunning, from the 
intro right through to the end. Atmospheric 
touches, sweeping music and even strange 
sampled voices - they’re all here. 

Another World is the master stroke by 
Eric Chahi of Delphine Software, who was 
the mastermind behind the game design, 
graphics and style. His influence is beyond 
reproach in this version that has been 
faithfully converted to the SNES under the 
wing of Bill Heineman. 

Crammed onto an eight megabyte 
cartridge, you’ll be able to sample this 
Interplay classic by the end of November. 
Check out the definitive review in Control 
next month for a game destined to fuel 
Santa s reindeer driven juggernauts. 


The computer takes some time so 
you gulp down some pop... 


Passing security, you load up your 
computer's hologram display 






(Right) A vital yet stupid thing to 
do. Blast a hole in a weak point in 
the rock to ensure tons of water 
come crashing down 
























either against fellow humans or against 
quality computer opposition. The aim then 
threefold; you need to be economical, 
tactical and diplomatic. This really means 
collect more ore than them, build up an 
invincible army and make alliances against 
other opponents. Of course, as is normally 
the case in these games, you can blow 
friends out of the water at the drop of a 
hat. But that’s all part of the fun. 

The planet’s surface consists of twelve 
areas. Each of these map areas are 
composed of a variety of geographical and 
topographical features that need to be 
discovered - you must adapt your strategy 
for each. 

Time is a vital element. Not only have 
you to rush to beat the other miners, but 
the game is set against time. You only 
have a limited time to take your turn, and 
the amount of mining is restricted by tides, 
and the final tidal wave is about to sweep 
you away. 


B ased on the board game of the 
same name, the scenario for 
Super Full Metal Planet is set 
in the far distant future. A rare 
ore of unprecedented value appears on 
the surface of a planet once every two 
thousand years. As a mining company 
employee, space pilot and demon 
tactician, it’s up to you to gather up more 
than any other rival and escape the planet 
before the surface is engulfed for another 
two millennia. 


Additional Challenge 

To start, you must select an area of the 
planet. Each area is distinguished by the 
amount of surface water and its tropical 
conditions, thus adding an additional 
element of challenge. You can also choose 
from eight set characters, four of which 
are computer controlled. 

Up to four players can play in this 
game of tactics, diplomacy and greed, 


PREVIEW 
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ii Make a map overview of the JE 

B desert area. Your master plan will ^ 
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Melody Maker 

Super Full Metal Planet has many features. 
There are four save slots on this preview 
cart, with a facility of seven load positions 
so if you want a break you can darned well 
have one! There will be six different 
melodies on the finished game, at present 
the four are pleasant jingles apart from a 
bizarre digitised voice saying something 
obscene, a little like Sega!?? 

Other options include on-screen hints 
and tips that can be removed or made 
more verbose at any time, a massive 
overview map screen to plan those 















Our Gallic friends at Infogrames are busy as we 
speak putting the final touches to a style of game 


OTTO 


In the desert you can start to 
build up your army next to the 
seafront 


Choose from a selection of young, 
fresh faced pilots or some rusty 
old tinbots 
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Check on the status of all the 
players - it's early days yet, and 
there are only two contestants, 
but I want it easy 
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that has been mostly overlooked by most SNES 
developers - a truly meaty strategy game. 

Control takes a look at this savoury offering, and 
checks out the sauce at this early stage. 

































Through sinuous underwater 
caverns you must avoid the walls 




With all the explosions , is it any 
wonder that the sky above the oil 
terminal has turned yellow? 


and shots from other subs 


PREVIEW 


laying the role of Soviet 
Captain Marko Ramius, the 
action is set in the latter cold 
war era of ’84. Very loosely 
based on the film of the same name, it 
is a scramble style shoot’em-up set over a 
variety of missions. Owners of the NES or 
Game Boy will probably have heard of or 
played it, but now it has been converted to 
the SNES with additional effects. 


and Electronic Counter Measures that fool 
your opponents for a while. 

A welcome extra in the periscope mode 
is the Super Scope compatibility. Here you 
have to blast planes, copters and ships 
nipping across the screen and coming 
towards you. 

Booder Meinhof 

You can use the joypad, but the gameplay 



Fancy playing the role of 
a submarine commander? 
Thanks to Hi Tech 
Expressions in New York, 
we have got our greedy 
hands on a development 
eprom to tempt your 
nautical desires 


You start the game disillusioned with 
your government and, being in charge of 
an amazing prototype submarine, you 
decide to defect, guiding your way through 
a gauntlet of Soviet subs to reach your 
American haven. 

Block September 

That’s about as far as Hunt for Red 
October goes with the film plot, as the 
game offers further theatres of war for 
your US paymasters in the Caribbean, 
North Pacific and the Mediterranean 
featuring seven further missions. 

At the end, you decide to return to the 
new democracy and help prevent a coup 
d’etat. All these missions feature the 
underwater stages together with extra 
periscope modes. Beneath the surface, the 
colours are bizarre and vivid, and the 
submerged effect is very well produced. 

You are swamped with loads of 
attacking options. The main buttons let rip 
all manner of torpedoes, mines, surface-to- 
surface and surface-to-air missiles. You 
also have a cavitation drive so you can 
avoid missiles with your silent movement, 


The Hunt For 




is enhanced with a super scope as you can 
manoeuvre your aim immediately to deal 
with real time action. There is also a two 
player simultaneous mode so players can 
go head to head as they strive to dominate 
the seven seas. 

As an official British release it should 
arrive on the scene sooner rather than later 
as it’s one of very few Super Scope 
compatible games, so you’ll see it early 
next year. As a US grey import, you should 
see it in the stores in time for Christmas. 




























MEGACOM 

DISTRIBUTION LIMITED 

13 MANSFIELD ROAD, NOTTINGHAM, NG1 3FB. TEL: (0602) 475151 

CRAZY OFFERS NOW ON: 

STOCKS ARE LIMITED. FIRST COME, FIRST SERVED 


PAL SEGA MEGADRIVE + SONIC THE HEDGEHOG 
RUNS JAP/UK/USA GAMES NOW ONLY £90 + VAT +P&P 


GAMEBOY SET 
ONLY £50 


NEO GEO SYSTEM 
ONLY £205 


SUPER FAMICOM 
NOW ONLY £115 




SEGA WONDERMEGA 
CD ROM ONLY £350 


SUPER NINTENDO 
NOW ONLY £95 


SEGA MEGA CD+2 
GAMES NOW ONLY £200 


SUPER NES+ MARIO WORLD 
ONLY £115 


SEGA GAMEGEAR SET 
ONLY £70 


SEFOKS l 


SPECIAL OFFER - STREETFIGHTER II ONLY £45.00 


SNES Simpsons only £40 • Sonic 2 only £30 • EA HOCKEY 2 ONLY £30 

UK SUPER NES ADAPTOR ONLY £15 GAME PREVIEW VIDEOS £15 

UK SUPER NES JAPANESE GAMES MODIFICATION. PLAY JAP GAMES 
WITHOUT THE NEED FOR ADAPTOR. NOW ONLY £15.00 


ORDER DETAILS: All orders received before 
4.30pm are sent out same day. Cheques: Please 
allow 5 working days for clearance. We reserve the 
right to alter prices without prior notification. Shop 
prices may vary from those stated. All items do not 
include VAT and is charged at the current rate. 

Open Weekdays 10am- 6.00pm 
Saturdays 9.30am - 6.00pm 
After 6.00pm call (0602) 402452 orders only 

STRICTLY WHOLESALE ONLY: 

C.T.W. Games Distribution 
37 Crosslands Meadow, Colwock, 
Nottingham, NG4 2DJ 
Tel (0602) 401725 & (0602) 402452 
Fax: (0602)403997 

EUROPES PREMIER IMPORTER AND EXPORTER 
OF JAP AND USA CONSOLES AND CARTRIDGES!! 


T" MEGA CO™ “sToTnT CLUB* 

I *FREE MEMBERSHIP WHEN YOU PURCHASE A MACHINE* 

OR PAY £7 PER YEAR AND GET 10% OFF THE PRICE OF ALL YOUR GAMES 

I FILL IN THE COUPON NOW!! 

Name:. 

| Address:. 

I Town:. 

I County:. 

I Postcode:. 

1 Telephone:. 

I Machine owned:. 

| Age:. 




































































SPECIAL FEATURE 



Princess 
Toadstool 
is too girlie! 

It s about time 
that she 
changed her 
image, don't you 
think? 


mm ^^m he game will essentially remain 
a platform romp; why repair 
something if it s not broken? 

■ However, SMB5 will probably 

have a selection of other game 
types to add a little variety. 

Past Mario games have been for one or 
two players, but only a single competitor 
could participate at a time. So what about a 
two player simultaneous option? An easy 
addition, Luigi could help out his brother 
using a split-screen, one character on the 
top and the other down the bottom. 

Puzzles that require team efforts will test 

the skills of both 
players. For 
instance, 

Mario may 




accidentally lock himself inside a Koopa 
trap, so along comes Luigi to free his 
caged bro, simply by yanking a lever. 


The brothers’ fifth adventure will take them 
to a place very different from the worlds 
they’ve seen before. Oxygen supplies 
strapped on their backs, the pair will 
venture into outer space, to a weird galaxy 
of fun and frolicking. But they are not here 
to admire the spectacular sights - Bowser 
is the cause of their travels. 

After Mario stomped Bowser out of 
Dinosaur World in the fourth game, the 
King of the Koopas sought refuge in a 
place far away - the planet Skull. To be 
precise; Skull Mountain, the home of fellow 
arch-enemies, the two Kongs (King and 
Donkey of course). 


To reach Bowser, Mario and Luigi must 
trek across the Milky Way, planet-hopping 
to reach the evil one’s lair. 

Leaping into the space hoppers, the Mario 
brothers encounter the first section of the 
game. 

Surprisingly there is not a platform in 
sight, just a field of asteroids that make 


space flight treacherous. In this hectic race 
against the clock, Mario, and Luigi if two 
players are competing, must dodge the 
oncoming asteroids and weave their 
hopper up, right, left and down. In addition 
they can fire the cannons mounted on the 
front of the pods, but only if they collect 
the power crystals first. 

Depending which space highway the 
duo took, Mario and Luigi will land on one 
of the system’s many planets. Including 
lots of new weird and wonderful creatures, 
the brothers trek ahead is a long one. 

Mario 5 will feature more levels than ever 
before, but above all, the game will retain 
the immense playability of the other four in 
the series. 












CONSOLE WORLD 
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Mario finds himself in Geek City, 
the home of Sonic the Hedgehog! 
Charging sprightly across the 
Spring Yard zone, the Nintendo 
hero attempts to twirl the Sega 
Geek into oblivion 


These stages take you into the weird n’ 
whacky world of the computer. Mario 
starts back in Game Boy city, a 
monochrome hell with not even a hint of 
the SNES’ mode 7! 

Mario will encounter many of his old 
enemies including Donkey Kong and a 
few of the Koopa brothers and sisters, like 
Lemmy, Roy and Wendy. 

The Bros, will also have to avoid the freak 
shower of shaped blocks that tumble to 
the classic Tetris theme. 

Mario and Luigi can even enter Geek 
city, the hide out of the infamous 
gargantuan goon, Sonic the Hedgehog 
(bleugh!). The trek will take Mario and 
Luigi through various NES games before 
they blast off to the next zone 


Mario the Mauler takes on the 
might of the Russian beefcake, 
Zangief! Tossing the wrestler into 
the air, Mario must keep running 
to reach the end of the stage 


Historical World takes . jrfjv 

Mario and Luigi back in & 

time, to various points 81 

throughout history. 

Clambering out of the 1 

pods, the brothers realise they M M|.. ^ 

have arrived in the Stone Age and V 7 

are being threatened by bone- 
throwing Koopas! Next stop the ^ m 

Roman city. Jump on your chariot to H * 

outrun the Roman army and race into * 

the next zone, set in medieval times. 

Mario will have to explore the castle to 

find his faithful counterpart Yoshi, who now wears a 

chequered saddle-cloth and head armour! 


In medieval world, Mario is 
confronted by a doppelganger 
which mimicks his every move. 
Don t attack; he II retaliate 
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Watch out for the spiders from 
Mars as Mario ventures into the 
planet 's hostile atmosphere. 
Oxygen supply strapped to his 
back, collect the air pockets that 
allows him to breathe 


Mario leaps inside a 
rollercoaster for Fantasy land, 
a world comprised of hellish 
theme park rides 


The next world is a land where 
wonders never cease and life is 
one big rollercoaster. Made up 
from theme park rides, Mario will 
have to battle against 
buccaneers that lurk inside the 
swinging pirate ship. All this 
happens while the ship sways, 
thanks to the SNES’ mode 7 chip. 
The brothers leap onto the ride of 
their lives, whizzing through the 
skies at enormous speeds! Back 
down to earth for the water slide, 
a wet ride where Mario must 
swish past the Koopas (wearing 
nifty Speedo trunks!) to reach the 
path to the next world. 


Bring your wet suit for this planet, as 
you’ll be lucky to keep Mario s dungarees 
dry for more than a few seconds. A world 
full of water, Mario and Luigi’s plumbing 
skills will come in handy when they have 
to repair their ships by draining out the 
moisture. Simply connect the pipes within 
the time limit to watch the water flood out. 
You can then sit in the safety of your pods 
as you venture underwater in search of 
clue as to the whereabouts of Bowser’s 
Lair. On the way you’ll encounter a giant 
ink-squirting squid, but all is not bad 
as the pearls, found inside the oysters, 
can be collected to earn 1-ups. 


Mario, the hiker from hell, makes tin 
appearance in the tilth game. Riding a 
Harley, the Hells Angel mast defeat 
llowser while listening to rot It music! 


This neat sub level requires Mario 
to rescue the helpless Luigis. 

Based around Psygnosis/SunSoft s 
Lemmings, simply guide them 
across the hazardous landscapes 
and into the exit 

























Discovering new galaxies in the 
Uncharted Territory, Bowser rears 
his ugly head once more, whizzing 
through the Milky l Nay in his pod. 
Charge your laser and blast the 
Koopa King! 



Underwater adventures in the 
Aqua Plains. Dodge the torpedoes 
and pilot your little submarine 
towards the guardian, a giant ink 
squirting squid 
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UNCHARTED TERRITORY 


Exactly what Mario and Luigi will 
encounter here no-one knows. Staying 
inside his pod to begin with, Mario must 
find a suitable landing spot by blasting 
away the terrain. However, the pair are 
soon attacked and so begins the hectic 
battle that makes up the horizontally 
scrolling blaster section. The planet is 
highly unstable, the temperature ranging 
from extreme heat to Arctic conditions. 
One minute the floor will be slippery ice, 
and the next you won’t be able to stand on 
the red hot magma. Stepping out into the 
hostile atmosphere, Mario wears a 
goldfish bowl-like helmet, enabling him to 
breathe. Air pockets must be collected to 
keep his supply full while he nips in and 
out of the lunar craters. 
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The two-player simultaneous 
option allows both Mario and 
Luigi to help each other out in 
particularly sticky situations 


SKULL WORLD 
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Skull World is the final stage; you 
don’t know what you’ll encounter until 
you reach the planet’s cold surface. Just 
let me say one thing, the chase scene 
where you must follow Bowser into his 
lair, riding a skeleton beastie, will be 
hilarious! Still containing the trusty save 
facilities, Mario 5 will have an additional 
two player fun game where Mario and 
Luigi must race against each other 
around the rings of Saturn! 
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me AUENS SUT TSY A 
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LOCK FOR. MANKIND 
AND THIS STDRY... 


<^^CCAPTAIN WE HAVE 
AOLTHE PLAN3 NECESSARY 
TOR THE INVASION! 


eKceujEArn p£epa&e 

-the CXJMP to HVPEe- 
DRIVE IMMEDIATELY 


SUPER. NINTENDO JUNKIE* 


ONE WEEK LATER., SOMEWHERE O# THE 
TLorRlpA KD/S.DAvHD AND “PAT UMU> 
are enoovinq a spot of Kishwxa on 
TW€/^ ANNUAL HOLIDAY 


SCMEINHERE iNORBir 


ACotfE THE PLANET EARTH 





COOK TAT/ 1 T'SUKB 
ohe OF those games 





LET'S SEIND IT TO HIM—IT 
(MILL MAKE A GREAT SOPRISE 

AND WE CAN COMe TSACK 
TOMORROW AND SEE IP THERE'S 
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SILLY'S ALWAYS 
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THE NEXT 
MORNING 


WE RETORN TO E5QA 
WITH THE EARTH 
ETINOS TOR IWTBR- 
ROGATION 


COMMANDER AKMINSTER 
WE ARE PICKING OP THE 
Distress signal prom 
the missing scour 
ship ... 


MOTATH/.o 

iohat 


qocD... LOOCON 
TO THE SIGNAL 
AND SEAM OR 4 


HALP WA^ ACROSS THE WORLD 
AND THREE PAYS LATER.. . 
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VEAH SMART*/ LOCKS 
L/Ke A JAPANESE 
CART, WONDER WHAT 
GAMS IT IS? 


hmmm 

, HAAAAW 


qRAND^Oi 


CXOM&I'T** - 

a»nt NO OAME 

at ALL, l‘D BEST 
OPT Q CAMPS TO 

HAVE A NX* AT 
THIS STRAIGHT 
AWAV^ . 


I GOT A CART PROM 0 AT> AVib l 
-THOUGHT If WAS A OAPAN- 
ESE GAME, BUT WHEN I 
LOAD CP IT ALL THIS WORD 
WRITING CAME ON THE 
SCREEN 


GRANDAD^ 


LET'S HAVE A LOOK 
THEN BILLY 


MOST INTERESTING M, MOST 
INTERESTING- IT SEEMS TO “BE 
A SCRIES OE PATA CONCERN- 
MIG OOR. PLANET, &OT IT'S IN 
A LANGUAGE I'VE DJEXT6R 
SEEK) OR HEARD ISEfORE 
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NEVER MIND THE POP BILLY 
TAKE A LOCK AT THATl 
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HOW IN STOCK 

SNES UK ADAPTOR MARK II. PLAYS All GAMES TO DATE 
INC MARIO KART ON UK MACHINE 

ONLY £20*P&P 


Mail Order/Shop address 
I Console Concepts 
The Village 
Newcastle-u-Lyme 
Staffs ST5 1QB 
(0782) 712759 

SHOP HOURS 
1 Sat/Weekdays 9.00 - 5.30pm 
Thursdays 9.00 - 1.00pm 


ADVANCE ORDERING DETAILS 

ADVANCE ORDERING CAN BE MADE WITH NO OBLIGATION 
TO BUY. YOU WILL BE GUARANTEED A COPY OF YOUR TITLE 
AND IT WILL BE DESPATCHED ON THE DAY OF ARRIVAL BY 1 ST 
CLASS POST TOP TITLES NORMALLY SELL OUT ON ARRIVAL. 


USA TURBO EXPRESS HANDHELD (COLOUR) 

INCLUDES 1 GAME UP TO £30, PLAYS USA GAMES (JAP WITH CONVERTOR) 

TURBO EXPRESS CONVERTOR £25 

(PLAY PC ENGINE JAPANESE GAMES) 

TURBO EXPRESS SCART LEAD £35 

(FOR USING TURBO EXPRESS ON SCART TV'S) 


SUPER NES (USA SCART) PACKAGE DEAL 


SUPER NINTENDO 
CONSOLE 
2 JOYPADS 
1 UK POWER SUPPLY 
] SCART LEAD 
ANY GAME UP TO 
£45 ON THIS LIST 
PAIR GAME GLOVES 
FULL 12 MTH GUARANTEE 
RUNS USA & JAP GAMES 


USA GAMES IN STOCK INCLUDE SPLATTERHOUSE, FALCON, PARASOL STARS, 
JACKIE CHAN, DEVIL CRUSH, AND MANY MORE - CALL FOR MORE DETAILS. 


DFORCE. 

ASTRAL BOUT. 

THUNDERSPIRITS. 

BATTLE GRAND PRIX. 

RAMNA1/2... 

LEGEND OF ZELDA. 

MUSYA. 

FI GRAND PRIX. 

HEAVYWEIGHT BOXING. 

STRIKE GUNNER. 

HOOK. 

DINOSAURS. 


.£20 BOMBER MAN.£35 

.£20 R TYPE I & II... U .£35 

.£20 SOLDIER BLADE.£40 mmmm 

.£20 TALESPIN (WALT DISNEY).£35 i . 

.£49 DEVIL CRASH.£40 WM 

.£25 PARASOL STARS.£40 ' 

.£25 BATTLE ROYALE (WRESTLING).£35 ayf, ay /sfT 

.£25 NEUTOPIA 2.£35 

.£25 PLUS 40 OTHER TITLES. 


SUPER NES (USA) TOP 20 

STREETFIGHTERII. 

MARIO KART (NOT UK).... 

R0B0C0P III. 

SUPER BATTLETANK. 

KRUSTY'S FUNHOUSE.... 

RAMPARTS. 

MYSTICAL NINJA. 


LEMMINGS. 


MARIO PAINT+M0USE. 
GHOULS & GHOSTS. .. 

SUPER CONTRA. 

SMASH TV. 

SIM CITY. 

CASTLEVANIAIV. 

LEGEND OFZELDA. 

TOP GEAR. 

PEBBLE BEACH GOLF. 

SUPER OFF ROAD. 

WWF WRESTLING. 

SUPER SOCCER. 


GAME GEAR TOP 5 

SMASH TV. 

CHUCK ROCK. 

SPIDERMAN. 

SUPER MONACO GPU 
WIMBLEDON TENNIS... 


£25 DINOSAURS (SF) 

.£25 -- 


SUPER ADVENTURE ISLAND 

HAT TRICK HERO. 

PHALANX. 

SUPER PANG. 


SEGA MEGA DRIVE TOP 10 

ALIENS III.: 


SUPER PANG (SF) 


SUPER NES NEW RELEASES 


S0ULBLAZER 


TERMINATOR... 

TAZMANIA.. 

CYBERCOP (CORPORATION). 

NHLPA HOCKEY 93. 

DUNGEONS & DRAGONS. 

SMASH TV. 

GALAHAD. 

BULLS VS LAKERS. 


KING OF THE MONSTERS. 

BARTS NIGHTMARE. 

FACEBALL 2000. 

SUPER DOUBLE DRAGON 

WINGS. 

AMAZING TENNIS. 

DEATH VALLEY RALLY. 

JAMES BOND JNR. 

SUPER Q BERT..;.. 

TERMINATOR II. 

SUPER STAR WARS. 


SUPER FAMICOM JAP TOP 10 

SONIC BLAST MAN. 

PRINCE OF PERSIA. 

AXELAY. 

RAMNA1/2. 

PARODIUS. 

TOP RACER. 

SKY MISSION (WINGS). 

SUPER ALESTE. 

HOOK. 

DINOSAURS. 


PARODIUS (SF) 


ATARI LYNX TOP 5 

STEEL TALONS.. 

SHADOW OF THE BEAST. 

BATMAN RETURNS. 

HOCKEY......I.... 

RAMPART. 


SUPER NINTENDO ACCESSORIES 

APOLLO JOYSTICK (6 BUTTON 
FIGHTING STICK). 


SMASH TV (SNES) 


ALL GAMES WORK ON UK SNES 
WITH UNIVERSAL CARTRIDGE 
CONVERTOR. 

POPULOUS.£10 

SUPER DEFORMER.£10 

PRO SOCCER.£15 


CITY BOY JOY JOYSTICK (WORKS 
ON NEO GEO, PC ENGINE, SNES) ....£49 


STEALTH AUTOFIRE JOYSTICK ....£29 


GAMEBOY TOP 5 


WWFI!. 

.£24 

TOXIC CRUSADER. 

.£24 

TINY TOONS. 

.£24 

SPY VS SPY. 

.£24 

FERRARI GRAND PRIX. 

.£24 



SUPER BAHLETANK (SF) 


BIG RUN.£15 

SUPER RAIDEN.£15 

PRO WRESTLING.£15 

ROCKETEER.£15 

SUPER BIRDIE RUSH.£15 

SUPER VALIS.£20 

EARTH DEFENCE FORCE.£20 

CYBER FORMULA.£20 

XARDION.,.£20 

BATTLE BLAZE.£20 


HORI SUPER FIGHTING STICK...CALL 

SNES/UK/USA DUSTCOVER.£6.99 

SNES PADDED CARRY ALL CASE.£15 

UK TO USA/JAP CONVERTOR.£20 

COMMANDER JOYPAD/AUTOFIRE .£20 

PC ENGINE/TURBO GFX USA 
(SUITABLE FOR TURBO EXPRESS HANDHELD) 


SPLATTERHOUSE...£40 

JACKYCHAN.£40 


Ni0*GE0 TOP 5 


ART OF FIGHTING. 

.CALL 

r 1 

WORLD HERO. 

.£149 


KING OF THE MONSTERS. 

.£135 

mm mm, mm mm m, mm 

BASEBALL STARS. 

.£70 

PRINCE OF PERSIA (SF) 

NINJA COMMANDO. 

.£145 

unW 

WE HAVE FARE MORE GAMES ON ALL 


CONSOLES THAN WE CAN PRINT IN THIS 
ADVERT. IF YOU CANNOT SEE A TITLE JUJL™, 

YOU REQUIRE PLEASE CALL US NOW. * *■■■■■ 

LEMMINGS (SF) 


ORDER DETAILS: All consoles are despatched Parcel Force Next Day Delivery 
(Saturday delivery is extra £6.00) Cheques - Please allow 5 working days for clearance. 
P+P: Consoles £10.00, Joysticks £2.50, Each game £1.50 
Please state if you are a new customer or please quote your customer number. 

All machines and games are Japanese unless otherwise stated. 

SHOP PRICES MAY VARY 

SEGA, GENESIS, GAME GEAR, MEGA DRIVE, NEO GEO, SUPER FAMICOM, PC ENGINE, NINTENDO GAME BOY, 
TURBO GRAFX, LYNX & THEIR LOGOS ARE REGISTERED TRADEMARKS OF THEIR RESPECTIVE COMPANIES AND WE 
ARE NOT RELATED NOR ENDORSED BY THEM. WE RESERVE THE RIGHT TO ALTER PRICES WITHOUT NOTIFICATION 


ORDER HOTLINE 9AJUI TO 6.30PM 





CIM CITY 
COMPUTERS 


SUPER NINTENDO SYSTEMS 


UK PAL INC STREET FIGHTER II.£154.99 

UK PAL SNES INC MARIO & 2 JOYPADS.£129.99 

UK PAL SNES ACTION SET (SCOPE SIX).£154.99 

UK PAL SNES (NO GAME).£114.99 

SCART SNES INC MARIO & 2 JOYPADS.£139.99 

CONTROL DECK NO GAME.£119.99 


CAPCOM JOYSTICK 

£69.99 

hook. 

....£43.99 

DINO CITY. 

....£43.99 

ROMOTE CONTROL. 

..£44.99 

PARODIUS. 

....£43.99 

THUNDER SPIRITS. 

....£43.99 

.JOYCARD (TURBO) PAD 

£19 99 

DINOSAURS 

...£43.99 

ROGER CLEMENS B/BALL... 

....£43.99 

KB KING. 

..£54.99 

ROBO POLICE. 

....£43.99 

LEMMINGS. 

....£43.99 

APOLLO. 

..£49.99 

PRINCE OF PERSIA. 

....£43.99 

SUPER PLAY F/BALL. 

....£43.99 

ASCII PAD. 

..£19.99 



RPM RACING. 

....£42.99 

STEALTH JOYSTICK. 

..£29.99 

US GAMES 


SUPER OFF ROAD. 

....£42.99 



STREEFIGHTER II. 

....£55.99 

JOE&MAC. 

....£42.99 

UK PAL GAMES 

SKINS GOLF. 

....£44.99 

POPULOUS. 

....£42.99 

SUPER SOCCER . 

.£34.99 

FI ROC. 

....£45.99 

UN SQUADRON. 

....£39.99 

SUPER TENNIS. 

£34.99 

SUPER DOUBLE DRAGON ... 

....£44.99 

ARCANA. 

....£39.99 

SUPER R-TYPE .., 

£34.99 

FACEBALL 2000. 

....£44.99 

SMASH TV. 

....£39.99 

F-ZERO 

£34 99 

TKO BOXING. 

....£44.99 

CONTRA III. 

....£41.99 

WWF WRESTLEMANIA. 

..£34.99 

GEORGE FORMAN K.O. 

....£44.99 

ADDAMS FAMILY. 

....£41.99 

KRUSTY'S S/FUNHOUSE 

£34 99 

SUPER MARIO KART 

£44 99 

BASEBALL II . 

....£39.99 

SUPER SMASH TV 

£34 99 

SMARTBALL. 

....£43.99 

SUPER ADVENTURE 


RIJPFR MARIO WOR1 D 

£39 99 

SPANKYS QUEST . ... 

. .£43.99 

KINGDOM. 

....£39.99 

LEGEND OF ZELDA 

£39 99 

BARTS NIGHTMARE 

. . £43 99 

MUSYA. 

....£39.99 

CASTLEVANIA 4 

£39 99 

JACK NICHOLAS GOLF 

.. .£43.99 

FINAL FIGHT. 

....£39.99 

STRFFTFIfiHTFR II 

£62 99 

EXTRA INNINGS 

£43 99 

FINAL FIGHT GUY. 

. ..£39.99 



RAMPART 

. ..£43.99 

R-TYPE. 

....£34.99 

JAPANESE GAMES 

NCAA BASKETBALL. 

....£43.99 

ROCKETEER. 

....£34.99 

AXELAY. 

..£44.99 

ROBOCOP 3. 

....£43.99 

HAT TRICK HERO. 

....£34.99 

AORORATIO MISSION 

£43 99 

STG STRIKE GUNNER 

£43.99 

PILOT WINGS. 

....£34.99 

KING OF THE MONSTERS 

£43 99 

KA-BLOOEY . 

£43.99 

GHOUSL&GHOSTS. 

....£34.99 

Cl IPPR PiMft 

PAS QQ 

ci ippp rowi ino 

FAS QQ 

ADTRAISFR 

PSA QQ 




Please call for titles not listed. Over 1000 titles on all formats. 

Always in stock call 081 532 9324 or 0860 517710 or visit our showroom at: 

Unit 2, 96 George Lane, South Woodford, London El8 1AD. 

(Next door to: S'Woodford Tube) 

WHY NOT VISIT US ON A SUNDA Y? 

Wembley Sunday Market, I Blackbushe Sunday Market, 
Wembley Stadium, Middlesex (A406) I Blackbushe Airfield, Nr Bagshot (A3) 




KOs COMPUTERS & CONSOLE MAGIC 

3 High Street, Loughborough, Leics, LE111PY Tel; (0509)211799 


AMERICAN SUPER 


AMERICAN SUPER 

NINTENDO SCART (RGB) 


NINTENDO SCART (RGB) 

£ 139.95 


£ 149.95 

With WORLD LEAGUE 


AND ANY GAME UPTO 

SOCCER 


£44.95 


AMERICAN SUPER 
NINTENDO SCART (RGB) 


£ 109.95 


ONE CONTROL PAD 

Amazing Tennis. 

.Call 

Adventure Island.. 

.42.95 

Adams Family.. 

.42.95 

Axelay.. 

.59.95 

Barts Knlghtmare. 

.42.95 

Battle Toads.. 

.44.95 

Battle Tank.. 

.39.95 

Bulls va Lakers. 

.Nov 

California Games II ... 

.Call 

Castlevania. 

.41.95 

Chuck Rock. 

.Call 

Contra III.. 

.39.95 

Desert Strike. 

.Nov 

Dino City.. 

.44.95 

Double Dragon.. 

.44.95 

Extra Innings. 

.39.95 

Equinox. 

.Call 

Fatal Fury. 

.Call 

Final Fight. 

.42.95 

Ghouls n Ghosts. 

.39.95 

George Foreman Boxing 42.95 

Hook. 

.44.95 

Humongous. 

.Oct 

Imperium. 

.Call 

Krustys Fun House... 

.39.95 


Lemmings.42.95 


Might Magic II.42.95 

Mystical Ninja.42.95 

NHL Hockey.Nov 

NCAA Basketball.44.95 

Out of this World.44.95 

Pebble Beach.39.95 

Pltflghter.25.00 

Race Drivin.42.95 

Rampart.44.95 

Rival Turf.42.95 

Robocop3.44.95 

Search of Utra.Nov 

Slam Dunk.39.95 

Space Megafroce.44.95 

Smash TV.39.95 

Star Wars.Call 

Street Fighter II.54.95 

Strike Gunner.44.95 

Super Soccar Champ.42.95 

Super Bowling.39.95 

Super Mario Cart.48.95 

Top Gear.42.95 

Turtles in Time.44.95 

UN Squadron.39.95 

Wheel of Fortune.44.95 

WWF Superstars.39.95 


We also stock 
Megadrive, Gameboy, 
Game Gear, Master 
System, Nintendo, Lynx 


Super Famicom 


Dinosaurs.44.95 

Golden Fighter.46.95 

Hook.49.95 

King of Monsters.44.95 

Parodise.44.95 

Prince of Persia. .49.95 

Phanlanx.44.95 

Super Pang.44.95 

Sonic Blast Man.49.95 


GAMES 
MASTER LIVE 

DECEMBER 4TH-6TH 
BIRMINGHAM NEC 

COME TO OUR STAND 
BEFORE WE GET BANNED! 
STAND N0.14 



NOTICE 

PLEASE NOTE THAT 
PRICES QUOTED ARE 
MAIL ORDER ONLY 


KCs COMPUTERS 
25 Tbe Broadway 


Tel 0S1944 5591 


Postage costs: £1.50 per order, 
"natal - -“ 


___, plus £7.50 on consoles. Payments accepted for 24hr despatch, 

Postal Order, Visa, Access, Mastercard. Cheque orders are subject to clearance. To speed 
clearance write address and card details on back. Customers are required to state Japanese or 
UK carts when ordering, and that games are compatible with their machines. 

We also do repairs for all home consoles 

























































































































































































































































































































C ONTROL reviews a game like no other magazine. With 
our objective AVILE scoring system we re-write the rules 
of games ratings to offer you an impartial and totally 
unbiased scoring system where the essentials of the game are 
broken down in front of your very eyes. We're not sycophants 
promising scores in the high nineties; we analyse all the 




PRCSCNTATION 

Presentation Is vital in any new SNES game, and we 
take this into account with around a third of the 
Final Analysis score. 


What with a special sound chip and stereophonic 
sound, we show how much this has been utilised by 
10% of the final score. 

Visuals tend to be impressive, but there are 
some dogs. This is where you can check out how 
dreamy they really are. 


HOTIFS AND ACCOLADES 

Control accolades the better games by 
how it sets the gamer alight. Only the 
cream of releases warrant 
the blast of a nuclear 
explosion, whilst excellent games 
\ earn a cherry bomb for their 
i J explosive efforts. 

V . Dire games will never set you 

alight, these turkeys are awarded a 
fizzling damp match for their pitiful 
troubles. A reminder not to even bother. 

Carnes that are deemed as truly supreme are 
awarded a Control Classic CocLiaU motif, and 
personal favourites of the review crew get personal 
reviewers' accolades. 


GAMEPLAY 

C ameplay Is the most vital aspect of any game, and 
with a whopping 70% of the total score, we show 
just how good the cart is 


FINAL ANALYSIS 

This Is the sum total of all aspects of the game. It 
may appear lower than In other magazines, but 
that doesn't mean other scoring systems are more 
accurate - just more sycophantic. Scores in the 
eighties in Control would probably be 90+ 
elsewhere; if this bothers you why not add ten? But 
remember, the other mags' scores are just a cop out. 


We analyse how easy the game is to get into via the 
immediacy rating. Will you get into the game in 
seconds, or will it take all night7 Check the mark out 
of twenty. 

Equally important is how long the game will 
hold you in raptures. Fifty smackers is a load of cash 
to fork out for a couple of hours, or even days of 
entertainment. Our Longevity aspect checks this out 
from our in-depth play testing. 

The most important mark ~ . ^ ' N 

is Entertainment - i.e. just 
how enjoyable is the game to 
play? It may look good, it may 
be a cinch to get into, J SmETTI " 

but if it's about as 

Macclesfield we mark 

almost a third of the 


aspects and judge accordingly. 


SNES games, as we all know, aren’t cheap, 
so it’s your right to have the truth. If you 
saw a game reviewed at 70% for an 
essentially bobbins game you’d feel 
robbed. Average is average, and 50% is 
fixed at Control. 

Likewise, games get ridiculous high 
scores like 98% in other mags. There’s no 
denying that it’s probably a great game, 
but it cuts off any chance of there being 
anything better. There will be, and we cater 
for this. 


I No other magazine has such 
honest reviews that you can 
rely on before parting with 
your hard earned pennies. If 

THOROUGHLY VETTED you have any constructive 

Each game coming through our door gets criticism drop US O line. 

thoroughly vetted by our team of experts, ^ x r , 

and the scores aren’t the opinion of just The Control scoring system 

one person. At least three experienced makes other magazine rating 
games players will cast their critical eye, . . . . • - f . 

play the game and argue it out, lowering or Systems look Staid, old 

raising the scores, and putting an fashioned and totally biased. 

alternative opinion into the review in the n . « ■ 

form of Nick Sticks His Oar In, honest, whose scores 

Allievaluates and Alexplains. WOllId yOli trust? 
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Super Double Dragon is a beat’em-up for 
one or two players; the fighters competing 
simultaneously should you choose the 
latter option. In true Double Dragon style, 
the game features seven levels of non-stop 
violence, each with more action than a 
typical Schwarzenegger movie. 

The Brothers lee 

Billy and Jimmy are highly skilled martial 
artists capable of flattening even the 
biggest opponent with no more than a 
couple of jabs. The punch and kick are the 
easiest moves to master but cause little 
damage. However, many of the other 
moves Bill and Jim are capable of 
performing will drastically deplete the 
enemy’s energy. Apart from the jab, the 
brothers Lee can uppercut, hook and back- 
fist the opponent in the face. 

Flying kicks can be performed using a 
combination of jump and kick, with the 
roundhouse being just another variation of 
the kick attack. It is also possible to grab 
the foe by the hair then repeatedly punch 
them in the face, or knee or kick them in 
the stomach! To throw an enemy, simply 
grab them by the collar and chuck them 


Super Double Dragon 
kicks its way onto the 
SNES in this, the latest in 
the excellent martial arts 
series. Eight as either 
Billy or Jimmy Lee in 
search of the very 
beautiful Marian. 


popular beat’em-up in the 
arcades, Double Dragon was 
one of the finest horizontally 
scrolling fighters in the 
arcades. That was over five 
years ago, and since then the Lee brothers 
have ventured onto virtually every console 
and computer imaginable, rescuing 
seemingly never-ending fair maidens from 
the clutches of evil gangsters. So it’s no 
surprise that Billy and Jimmy have finally 
appeared on the Super Nintendo, and once 
again must battle against the forces of 
darkness to win the hand of a beautiful girl. 


Head hitting action at the airport! Crabbing the hair 
and severely slamming the thug 's head with your elbow 
is a powerful and effective course of attack 


(Above) You can t even travel in lifts any 
more without being set upon by a gang 
of thugs. What is the world coming to? 


(Right) Little fat Samurai warriors jump 
out at you in the gloom of Chinatown. 
Not to be trifled with - these warriors 
drain your energy wickedly 


SH 2P STAR] 
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Interact with the background graphics, as 
sometimes you can stumble on objects that 
will help your attack. This punchball found 
In the gym Is a fantastic offensive weapon 


i 


Bill and Sim’s Excellent Moves~. 



Standard Block 



Hold and Throw ■ Hurricane Kick 


High Kick and Roundhouse 



































(Left) The rocks can also be used as a 
weapon - quite effective if you get a 
direct hit 


(Below) Beware the fat man! When you 
move in close to the rather chubby thug, 
he will try and roll you off the screen 


The barrels thrown by some of the thugs can be picked 
up by you and thrown back, as with the daggers, 
boomerangs and grenades 


over your shoulder. To add to this already 
formidable array of attacks, Billy and 
Jimmy can perform the dazzling Dragon 
special moves. The Dragon power bar at 
the top of the screen indicates how much 
Dragon energy each fighter has absorbed. 
Its effectiveness increased by holding 
down the button, the Dragon special move 
is a high powered attack that will knock 
down your opponent with a single blow. 
Hold the button for a short period and your 


around the face. Absorb half power and 
Billy or Jimmy will spin kick across the 
screen, knocking any foes to the ground. 

Wait for a full power bar and the Lee 
brother will use the energy to concentrate 
his attack for a short while, each punch 
being more powerful than usual. Billy and 
Jimmy are both equipped with a total of 
five lives. Each life is further divided into 
an energy bar - each time you sustain a hit 
your life force reduced. You are equipped 


character will smash the other brawler 



— 
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Visually impressive, Super Double Dragon 
a commendable SNES product and coupled 
with complex character moves in the style of 
Streetfighter II it leaves a lasting impression. 
Unfortunately, it is far too easy. On my first 
go I got half way through the final level 
before succumbing to the enemy onslaught 
- the five continue credits available is far too 
great a number for this style of game. There 
should have been more substantial 
guardians and a selection of difficulty levels. 





with five continues, so if you use all of 
them up the legend of the Double Dragon 
will be over. 


The two player mode is entertaining and marginally 
harder than the two player option. The number of 
sprites on screen at the hectic points is quite impressive 


Crisp graphics make Super Double £ § £ 
Dragon a graphically impressive & 

game, and while there is a lack of mode 7 
and the SNES’ other fancy capabilities, 
visually the game is still pleasing to the eye. 
The sound is only adequate, comprising of 
little more than the standard spot sound 
effects and an irksome tune that 
accompanies the action. Gameplay is easy 
to pick up, but like so many other scrolling 
beat’em-ups it soon becomes somewhat 
boring. A fun beat’em-up and certainly the 
highlight of the Double Dragon series, but 
one best left for a fan of the genre. 


...the lee Bros Guide to Double Dragon Punching 
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oxing is a difficult sport to 
; simulate, as it is virtually 

W impossible to make the 

players feel as though they are 
inside the ring. You may be able to throw 
various uppercuts and hooks but each jab 
means nothing - no blood is drawn 
(although the portraits at the bottom of the 
screen record swollen eyes, bruised 
noses and split lips), you don’t see the 
boxers stagger around the ring in a daze 
and you never get the pre-box psyche-out. 
What you do get is the fun of the fight 
without severe head injuries. 

You take the guise of George Foreman, 
against one of fifteen heavyweight boxers 
also out to grab the championship belt. 
Starting a one player game, you initially 
fight the weaker boxers. Set over three 
rounds, to win you must either knock out 
your opponent, knock him down three 
times in a round or survive three rounds 
and win by decision. The two player mode 
still places the first competitor as George, 
although the second player can pick his 
boxer from the other fifteen. 

Various punches can be thrown, 
including jabs, crosses and the powerful 
super-punch. The jab is excellent for rapid 
left-right combinations, while the strong 
cross is better for decking the other 
fighters. Perform an outstanding punch 
combination and you’ll be awarded a 
boxing glove, this representing your 
ability to throw an awesome super-punch. 


IMPORT 
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protects you from some of the damage. 

Each fighter’s energy bar is located 
next to their portrait, found at the bottom 
of the screen. Each blow you sustain will 
reduce your power. You will also lose 
energy for throwing punches that don’t 
connect, or if you dodge excessively 
around the ring. When your power level 
reaches zero, George will collapse to the 
floor. To get him back on his feet, tap the 
left and right buttons furiously before the 
ref counts him out. George and the others 
can take four knock-downs before being 
KO’d. 


At the ripe old age of 43, 
George Foreman made his 
comeback into the ring of 
heavyweight boxing. 
Attempting to regain the 
championship, Big 
George now endorses 
Acclaim's latest sports 
simulation, KO Boxing. 


Win the bout and you’ll progress to face 
the next pugilist. Every so often you’ll 
have to contend for a title belt. If 
successful, you’ll be awarded a password 
allowing you to continue where you left 
off. Lose and it’s back into retirement for 
old Georgie. a i 


Often the winning punch, the super¬ 
punch is very powerful but slow, and 
therefore fairly easy to dodge. You must 
time the punch perfectly to hit your 
opponent, following up with a series of 
rapid jabs to finish him off. 

In addition to throwing punches, you can 
also dodge and block. If you’re fast, 
dodging is an excellent way to avoid 
incoming super blows, while blocking only 


It's a Knockout! 


(Left) A formidable opponent at the age of 43, 
George Foreman is still one of the world's Finest 
heavyweight boxers. His long reach enables him 
to out-punch most of his opponents while his 
experience can only add to his chances of winning 
the championship once again 


Big George, unperturbed by 
the evil calls of; 'I'm gonna 
punch your lights out' and 
'You're all mine, old man', 
catches Richie 'Mohawk' 
Morris by surprise and 
smashes his face with a 
special left-handed punch. 


Sonny Joe Dukes 


* Dazed, Mohawk falls to the 
y ground. The ref starts the 
count... 


Earthquake Harvey 


Pinte Preston 


Sheik Borque 

":'VV W .. V 


Lance 























George Foreman’s KO Boxing is a § §1 
very basic boxing simulator b 

indeed. For the asking price of forty quid 
you don’t get much for your money at all - 
there is a distinct lack of moves, the 
graphics are abysmal and you may as well 
fight against one boxer for the duration of 
the game - they may look different but their 
attack patterns are extremely similar. 
However, George Foreman’s KO Boxing is 
no push-over to complete - you certainly 
won’t beat all fifteen fighters quickly, but it 
gets just a mite tedious by the time you’ve 
reached the fifth. 


The problem with George Foreman’s 
KO boxing is that it doesn’t use any 
of the multitude of capabilities we’ve 
come to expect of the SNES. As it 
stands, it’s moderately enjoyable £ 
but it’s far too samey, too tough, 5 
and frankly, it contains nothing £ 
new. George Foreman’s KO Jl 
Boxing stands out for being 
nothing - the potential is 
definitely there, but it simply 
isn’t used. zf^lrv 


Crazy' Migi 


Irish' Tomm\ 


Surgeon' Scott 
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Mohawk' Morris 


iceman 
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REVIEW 


Quality Control? 


The precursor to Race 
Drivin', the original Hard 
Drivin ' had a cult 
following in the arcades. 
Incorporating a realistic 
driving mode unlike any 
other racing games, it 
was claimed to be an 
arcade game at which 
parents would be better. 


(Above) Preparing for the championship race. 
Obviously the developers considered a big yellow 
cup to be far more tempting than a carrot 


(Above right) Oncoming lorries in narrow 
tunnels are a hazard for all modern drivers, 
especially around Macc. fust pile up the side 


(Right) On the dull desert autocross circuit you 
don t even get the thrill of cows. You do get a 
nice line in sign posts 


(Above) Forget the bank in front, what I 
want to know is why the truck I've just passed 
has turned into a Ferrari in my mirror 


(Below) I don t mind heading down hill, but 
where the heck has the road in front 
disappeared to? 


ard Drivin’ has been claimed in 
some quarters to be a classic 
twist to the gaming genre. No 
perfect steering, false gear 
changes or surviving violent 
crashes here thank you very much, but a 
driving game for real drivers, offering a 
sense of reality unseen in most 
simulations of this type. 

The first thing that strikes you about 
Race Drivin’ has to be its on-screen 
portrayal. No fancy sprites or fast and 
smooth action, this is based on advanced 
vectored polygonal shapes of the Atari 
arcade original. 

Unfortunately, to work they need to be 
smooth and fast, and they aren’t on the 
SNES version. 


IMPORT 
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Cupid Stunt Track 

There are three courses to choose from in 
Race Drivin’: the original from Hard Drivin’ 
featuring the stunt course with loops and 
lofty bridges, and the split off speed track. 

The two new courses vary in their style 
and quality, taking many elements from the 
original coin-op. 

The autocross track is a touch too 
basic; the objective is to whizz around a 
roughly rectangular loop set in the desert 
registering the fastest possible time 
against ghost cars. Dull? You bet. 

More of a revelation, though, is the 


- * md 


Race Drivin ' features an extremely badly executed 
Instant Replay - go on, see for yourself 


super stunt track that elaborates on the 
original stunt track. This tests your driving 
wits on all manner of tricky situations 
including the devilish corkscrew stunt and 
the tunnel. 


Circuit Diagrams 

Before you set off on your chosen circuit, 
you have to select from one of four super 
duper vehicles. 

There is the standard model, which is 
the Sportster with automatic and gear 
options, along with the Roadster and 
Speedster, both of which have manual 
transmission. 

The automobiles in question obviously 
have varied handling and speed 
performance, with the standard roadster 
being the average, and the speedster 
having shocking handling although 
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(Right) Mmn. I've always had 
a perchance for vomit yellow, 
so I've chosen the 
aerodynamic Speedster 


(Above) The trusty original track offering both 
speed and stunt elements in one double circuit 


(Right) The dullsville autocross track where you can 
be a desert Mansell, whizzing around in circles 


(Far right) The all-new Super Stunt Track with more 
stunts, more variety and excitement than the original 


Hit the Road. Jack 













breathtaking pace. 

I must confess, the gear driving option 
does add an additional element to the 
gameplay although awkward on the SNES 
controller. The aim of the game is to qualify 
for the championship. 

This involves nipping around your 
chosen course in as fast a time as possible 
passing through vital checkpoints to add 
to your total time. Crashing and spinning 
off the course is acceptable, although it 
adds valuable seconds to your total time. 

Qualify and things aren’t so cosy. 
You’ve got to slam down the anchors and 
desperately avoid crashing. 

The original course and the autocross 
track are a doddle, you may have an 
awkward time with the super stunt track 
though - well, for about five minutes, I’ll 
wager, until you suss out the corkscrew. 

Tarmac - Don’t Mention It 

That’s the key problem of many within 
Race Drivin’. Where the original offered a 
tough all-round driving challenge, this 
doesn’t. It’s harder to crash and the 
detection when you veer off the tarmac is 
distinctly dodgy. 

It does grow on the player a little, but 
only a little, as the other vehicles turn 
nasty albeit predicable but to be frank, I 
can’t even recommend it to fans of the 
original, or even the few people who played 


and actually enjoyed the Atari ST and 
Commodore Amiga conversions. 

The animation may appear quite quick 
in old fashioned terms but not for a 


machine of the nineties. 

Also, Race Drivin’ suffers from what 
appears to be a distinct lack of play 
testing. Every now and again the road in 
front of you glitches, or disappears from 
view altogether, and the action replays are 
pathetically produced (see previous page) 
with poor scaling and animation. 

More amazing is when you manage to 
overtake a juggernaut the image of a family 
saloon car appears in your rear view 


mirror. Very slack indeed. 



Don’t buy it, don’t even look at it. I wouldn’t 
give this to my worst enemy, it’s so abysmal 
it’s embarrassing. This makes the ST 
conversion look fantastic and that’s saying 
something! How dare Nintendo release this, 
it just goes to show how little Nintendo think 
of the games buying public. As long as the 
game sells (and it will because of the name) 
they don’t care. How many kids do you have 
to rip off before you get your multi million 
dollar profits, Nintendo? 























If your idea of a good 
time is saving the Earth 
from alien invasion 
against all the odds then 
this could be the one for 
you. With six levels of 
multi-directional scrolling, 
is Axelay the best 
shoot'em-up on the SNE5? 




1 t’s six o’clock, you’re on channel 
I 57 and now it’s time for On the 
I Spot News with Ed King in the 
—■ studio and Dan Quaid, our roving 
reporter on the streets of New York... 


This is Dan Quaid reporting for OTS news, 
bringing you up to date with the latest national 
and international headlines. Quite what has 
happened here nobody knows, but one thing’s 
for sure, Earth is up in arms. A few moments 
ago a huge UFO hovered above the streets of 
New York city, bringing the Big Apple to 
standstill. Exactly what or where these craft 
came from, I’m not sure, so I’ll pass you back 
to the studio with Ed King... 


Thanks a lot Dan. So on the day the Earth is 
invaded by aliens, let’s just look at the other 
news of the day. The Royal Family is falling 
apart, the young Prince Gerard being the 
latest deserter from the Palace. 

He announced his plans to shack up with 
an old school mate, Spotty Perkins, describing 
his move as the only way to avoid the constant 
criticism from the press. Ah, what the heck 
does he know, little... 


[oftTROIh 36 


REVIEW 


Galactic 


The spider droid fires a 
tangling web which 
reduces your craft's 
manoeuvrability before 
launching four plasma 
spitting drones. Aim for 
the central gun 


Fy low and aim for the 
central engines that are 
located just above the 
robot s legs 


(Above) The first stage scrolls vertically, as 
you skim across the Cloud planet before you 
encounter the rock maze and the spider droid 


(Right) Fly horizontally into the enemy colony. 
Doors must be blasted open before continuing 
into the network of moving gun platforms 


life. The 
Universe b 
Everything! 


4* ( level 4 


(Above) Dodge through the pipes in this vertical section, 
blasting the guns to open gaps leading to the next section 


(Right) The fourth stage presents the water-filled caverns 
of Aqua world where space soon becomes limited 


(Below) Flying across the Magma planet s surface, the 
Axelay is attacked by giant fire worms before encountering 
the enemy fortification 


Enter the enemy base 
for the final section, a 
war of epic proportions 
against your small one 
man spaceship 




















Guardians J 



and concentrate your fire on the 
glowing eye 


Stay above the water and aim for 
the red heart found at the front of 
the beastie while engaging the 
drones with the needle cracker 



The Fire Clant punches at the Axelay 
with his massive fists. He also breathes 
fire, but aim for his heart and you 'll 
soon extinguish his wrath 




Dodge the rocks by waiting at the very top or 
bottom of the screen and use the Vulcan to take 
out the gun emplacements. When the boulders 
disappear, move into the centre of the screen 
and attack the eye 


*. >. 

&£§ £ 

. ** » O--W 

r- - --- 


And back with Dan Quaid, the alien horde has 
spoken. Or at least we think it has. No more 
than a minute ago a strange gargling sound 
rang from the skies. That either means we 
have a few seconds to live or the commanders 
got wind. The Air Force have tried to combat 
the spaceship, but failed. The plan now is to 
pit the latest combat space fighter, the Axelay, 
against the enemy. In our LA studios we have 
Colonel Flanders for more information on this 
breakthrough in technology. 

The Axelay is a single-seater spacecraft 
designed to be agile but also pack a mighty 
punch. Equipped with numerous weapon 
systems, the smallness of the Axelay allows 
the pilot to outmanoeuvre larger craft. This, 
combined with the powerful armament, also 
means the ship can be effective against most 
enemies. The pilot can flick between the three 
weapon types at the tap of a button. 

A powerful laser streaks out to the front, 
while two smaller cannons can be fired at 
targets to the rear, the sides and in front of the 
Axelay. The craft is lastly armed with a missile 
weapon, the rocket type chosen before take¬ 
off. Smaller, unguided shells are also strapped 


onto the wings for emergency situations. 
These are the basic weapon systems, we 
have been assured that additional armament 
can be bolted on throughout the mission. 

However, we only have three of these 
fighters with which to combat the alien horde, 
so the pilot is gonna have to be one helluva 
mean flyer. That’s all I can tell you folks; the 
rest is confidential. 


Okay, once again here’s the update. I’m 
receiving reports that a lone pilot will attempt 
to engage the alien fleet. According to military 
information, this will take them through six 
different areas of concentrated enemy fire. 
From our radar we can see that six larger craft 
are hovering in each of these locations, 
awaiting the brave pilot embarking on this 
suicide mission. 


Thanks Dan for reporting on this international 
crisis. Will the brave pilot survive his ordeal to 
tell his Grandchildren? Will they ever have 
Grandchildren? This is Ed King signing off, I’ll 
see you back on Channel 57 for the next 
international bulletin. 



SUMMARY 

J Axelay suffers from what many § 9 
I other console blasters fall short on b 9 


- the lack of a decent challenge. You’ll 
complete the game within a day with the 
difficulty set on easy, and you’ll probably 
save the world within a week even on the 
hardest setting. Presentation is excellent, 
although glitching In the graphics does 
appear occasionally, especially on the more 
animated guardians. The variation between 
the horizontally and vertically scrolling 
levels adds to the game’s appeal, but all in 
all Axelay is just another shoot’em-up with 
only a few more thrills. 
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Visually, Kona mi’s Axelay is stunning. 
Incorporating all-new special effects and 
oozing more mode 7 action than any 
other SNES game; it’s a dazzler. 
However, behind the pretty facade lies 
a little glitching that sometimes 
occurs on PAL machines with the 
imported game. Nevertheless, it’ll 
appeal to schmuppers of all 
persuasions - marvellous fun. 
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Combining the graphical 
style of Zeida and the 
puzzle orientation of Elf, 
Soul Blazer takes you on 
a mystical rescue mission 
through six enchanted 
worlds. With weapon in 
hand, no danger is too 
risky for our hero (you!) 
and no puzzle is too 
complicated, or is it... 

1 am the Master, I call upon your 
help for I am unable to tread 
upon the Earth. In a blaze of 
blinding light you will descend 
i from the skies and taking on a 
human form you must take heed of my 
words. The Friel Empire has been 
overturned by greed and ambition and now 
no living creature inhabits the once 
beautiful world. 

Evil forces have imprisoned the souls 
of all the peaceful Friel creatures in 
monster lairs strewn throughout six 
provinces - you must return them all 
home. No-one has the right to imprison 
any living creature no matter how small. 


Friel: Your Way Around 


□ First find the action stages and then kill the 

monsters that emerge from the pink glowing lairs 

□ When all the creatures are dead the lair will turn 
green, so step on the tile 

□ Watch carefully what happens. More often than 
not, villages are released from captivity 

□ Return to the village and find the individuals that 
you released, talk to them and listen to the 
words. Now return to the action... 


sixth province - his minions guard the 
Earthly lairs. Only by destroying these 
creatures and activating the magical 
switch found in the lair will laughter and 
peace return. 


Setting Friel Free 

‘Frielians are friendly and helpful. Upon 
their release they will offer their services 
or advice - I have instructed them to do 
so. You must pay careful attention to their 
words for although some will speak in 
riddles, pieces of information will fit 
together like a jigsaw, puzzles will unfold 
and your rewards will be countless. 

‘Your objective is to help Friel. By 
successfully releasing each province from 
the clutches of evil you will be rewarded 
with a magical coloured stone. These 
stones are your passage to another 
Frielian province and all six are needed to 
confront Deathtoll. 

‘To obtain these stones however, you 
must first defeat an evil guardian. These 
guardians hold the souls of each 
province’s Chief, King or Queen. When 
these souls are returned to their Earthly 
form only then will you be rewarded. 


Token Gestures 

I give you this sword as a token of my 
gratitude. Others can be found on your 



Deathtoll, an evil demon, rules over 
Friel while inhabiting Magridd Castle in the 


quest along with magical items that will 
aid, defend and protect you. I will watch 



over you from the skies. 

‘Lastly, before you embark on your 
mission listen carefully. Look for blue 
portals - these will transport you back into 
the skies where I can offer my help. By 
entering the portal shrines I can replenish 
your health, record all you have 
accomplished and move you between 
provinces. Do not ignore help or advice 
and travel well, my friend. Your road is not 
an easy one...’ All’ 


























VoU hear a sigh coming 
from inside the house. 



4 Mountain Souls 



1 Crass Valley 

By helping this water mill operator you will 
In turn activate an elevator. The elevator Is 
your passage to the next section 

2 Greenwood 

Three brightly coloured stone heads chase 
you around the chamber. Each with 
adlstlnctlve attack pattern 

» St files 

Mermaids Inhabit the watery world of St 
Elies, these fishy females give vital 
Information when released 


4 Mountain Souls 

Poseidon. This guardian looks really ominous 
but with patience and a keen eye an easy 
method of attack can be found 

5 Dr loo's laboratory 

Navigating the pipes In the lab can be 
confusing but you can't fall off! In the depths 
you'll find a mean robotic guardian 

6 Magrldd Castle 

The basement of the castle Is swarming with 
ghosts, ghouls and goblins. A special sword 
must be found If you are to proceed 



e land Of The Frfol 



6 Magrldd Castle 
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3 St Elies 



5 Dr leo's Laboratory 
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The quality of most SNES role playing 
games at the moment makes you bite 
your lip. The potential is there but it has 
never been fulfilled, even in the great 
Zelda. Soul Blazer is a welcome 
addition. Graphically and sonically, 
it’s well above average. Enthralling 
from the minute you plug in the cart 
it really drags you into the game 
like a good game should, and 
not pretend to. So much so, It is 
bound to make many a gamer 
burn away the midnight oil. 


_ 



SUMMARY 


Soul Blazer is an enjoyable arcade £ Sb 
adventure that incorporates the use b 

of puzzles found in Elf. The graphics are 
bright, colourful, detailed and clearly 
Japanese in design. Although it is viewed 
and played similarly to The Legend Of Zelda, 
the presentation is far more intense. More 
care has been sunk in to it by way of 
design, gameplay, graphics, sound - 
practically everything. Much time has been 
spent on this game by the developers and 
ourselves. The game unravels well with new 
plots and info emerging with every Frielian 
encounter. Enjoyable and extremely riveting. 


FINAL 

aim 7 77. 




















































































REVIEW 


Zany super hero Sonic 
Blast Man smashes his 
way onto the Super 
Nintendo, courtesy of 
software supremos, Taito. 
You'll find more blasts 
here than in most other 
beat'em-ups. 


Drawing energy from all around, Sonic Blast Man 
sparkles, waiting to unleash his energy on some 
helpless foe. He attacks by thumping the ground 
and sending a tremor across the scene 


onic Blast Man is the super hero of 
the nineties. Superman is just a 
geezer in Y-fronts compared to the 
this muscle-bound mauler in blue, 
capable of smashing a small moon 
into millions of pieces with a single blow. A 
game for one player only, Sonic Blast Man is 
in your control in this horizontally scrolling 
beat’em-up. With more than a passing 
resemblance to Final Fight, the aim of the 
game is simple. Fight your way through the 
thug-filled stages before encountering the 
tougher stage guardians. Complete all the 


Loii+o 


Distracted by a buxom girlie, Sonic Blast Man is 
caught by a sewer creature and is wrapped in its 
crushing tentacles. Tap the button fast and he'll 
break free from its grip 


levels to save the world. The boxing gloved 
hero can punch his way to victory, or use 
another of his many spectacular attacks. Sonic 
Blast Man can jab his opponents with his fist, 
gradually depleting their energy. A few blows 
will daze the enemy, leaving him prone to a 
special attack. Blast Man can use his 
supersonic punches to obliterates his foe, the 
easiest move being the rapid hand slap; a 
dazzling blur of jabs to the body. 


The upper-cut will stun the victim, while at the 
same time send a blast of energy in the 
direction you threw the punch. The whirlwind 
punch is particularly effective against weaker 
opponents; Sonic winding his arm up before 
lashing out. He can also throw his opponents, 
shaking them around by the neck then 
chucking them across the screen. Two special 
moves can also be performed. The first turns 
our hero into a spinning dervish, dishing out 
death to anyone standing nearby. Although 
this method of attack is effective, it leaves our 
hero out of breath and open to attack. The 
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Boom Bey 


VJeird jelly fish are lobbed by the alien that 
moves slowly across the top of the screen. Deal 
with these dangerous sewer creatures while 
high-kicking the beastie's head 


At the end of the first stage you're mauled by a 
huge wrestler. Throwing you across the screen, 
he tries to follow up with a series of left and 
right handers. Do the 100 megaton punch now! 


Two goons lash out at the end of stage two. 
Armed with razor-sharp claws, these agile 
weirdoes leap around the screen erratically, 
hoping to catch you in a blaze of sweep kicks 
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The bonus stages range from easy to hard , the most 
difficult challenge requiring you to stop a meteor 
causing chaos and destruction as it hurtles towards 
this island Earth 


second special move can only be used three 
times for each life. When powered up, Sonic 
raises his fist in the air, gaining elemental 
energy. He then smashes the ground, the 
enemies taking a 100 mt hit! 

Isig f&MI IMSSf 

Complete a section and you’ll enter the bonus 
round. Featuring five difficulty levels, you have 
three punches with which to stop a disaster. 
The easiest is to deck a thug mugging a girl. 
The hardest challenge is to prevent a meteor 
from hitting the Earth by laying the rock out! 
Against the clock, you must up your power by 
tapping the buttons, then throw the punch so it 
hits the object squarely. The harder and more 
accurate the punch, the more bonus points 
you’ll receive. 

Featuring three difficulty levels, you are 
equipped with three to five lives with which to 
complete your task. You are also armed with 
continues, although you’ll be whisked back to 
the start of each stage before you can battle to 
save the Earth again. 
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I get rapidly bored with vertically 
scrolling beat’em-ups - they simply 
offer far too little exciting gamepiay. 
However, if you like games like Final 
Fight, you’ll find plenty to tickle your 
fancy with Sonic Blastman. It offers 
some quite spectacular comic strip 
graphics and humour; elements that 
are frequently missing from this 
often aimless genre of games. A 
good laugh for a wee while 
before the repetitious tedium 
sets in. 




ROLL THROW 


The Speed Of Sound 


NECK GRAPPLE 


WHIRLWIND PUNCH 


BODY SPIN 


SONIC BLASTER 


SONIC UPPERCUT 


To throw an opponent, walk up to him 
and Sonic Blast Man will grab hold of 
him by the neck. You can then NECK 
GRAPPLE your opponent or SONIC 
BLAST him by whacking the punch 
button. To WHIRLWIND your foe , walk 
up to him and fire a series of jabs at his 
face. This will stun him, so you can do 
a special move. You can ROLL THROW 
by falling back and kicking him over 
your head, or do a SONIC UPPERCUT by 
holding in the direction you're facing. 
This also fires a blast of energy across 
the screen. The BODY SPIN is used to 
finish off a dazed opponent. 


SUMMARY 


□= .. 

Similar to Final Fight, Sonic Blast 
Man improves on the former by 
adding an element of humour. Featuring big 
and colourful hunky sprites, this game is a 
slightly more than a standard issue 
horizontal scrolling beat’em-up. The 
cartoon-style of graphics are excellent, and 
on the whole presentation is good. Very 
simple to play, you’ll soon master Sonic’s 
array of attacks, even if the manual is in 
Japanese. I reckon Sonic Blast Man is more 
enjoyable than Final Fight, nevertheless all 
fans of Capcom’s title will almost certainly 
love this. 
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SUPPLIED BY BITS & PIECES 


Wheel of Fortune is 
America s most popular 
game show. A game of 
luck and chance, skill and 
general knowledge it 
should have converted 
well to the SNES. 
Unfortunately, it didn t. 



(Left) Yep in keeping with the original 
game, the contestants are a bunch of 
boring halfwits who need waking up every 
now and again 


(Below) Typical! You get to win just what 
you ve always wanted - a speedboat! 


s you might know. Wheel of 
Fortune is one of those 
amazing Americanised 
game shows which is 


chosen, your WOF spin score multiplies 


i 


frequently interrupted by whoops of joy More spins mean more guesses, more 


and commercial breaks. Unfortunately, you cash, and more chance of losing it all. 


don't get such luxuries in this game. The sheer number (4.500) of questions 


It features the gorgeous Vanna White in is the game's only real redeeming feature. 





These puzzles vary in difficulty, and 
randomly placed here and there are some 
real toughies. 

Others are embarrassingly easy. The 
most irritating aspect about the game is 
the number of Americanisms. 

Admittedly, this is an American import 
but if you know diddly squat about 
baseball or can t deal 
with the 


digitised images and sound, real 
photographic representation of the actual 
TV set and over 4.500 all-new' questions. 

fly Head Is Spinning 

For those unfamiliar with the Wheel of 
Fortune, it's basically a quiz show with a 
fair old chunk of luck. The aim of the game 
is to spin the Wheel of Fortune to stop at a 
hefty wad of cash, and avoid the 
bankruptcy segment as often as possible. 

After every spin you have to choose a 
consonant to fill in some blank areas in the 
puzzle, be it a phrase, or name, famous 
whatsit, or whatever. If you have 
some money, you can also buy 
vowels to make the puzzle . I 

easier. The more words I 


Even the charms of Vanna White, your beautiful 
hostess, can t save the ratings on this show! 


Keep that 
old wheel 
spinning 

m a - fj 
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baby, right 











































If you splash out fifty smackers on 1 / ^ § § 
this then you must really be a & 

grade A Nimrod. Wheel Of Fortune 
criminally under-uses the SNES’s 
capabilities in all departments. All the 
graphics and sampled sounds are poor, the 
gameplay is intensely annoying and badly 
designed and it makes me very mad indeed 
that they have the audacity to release such 
dross. Having said that, despite hating the 
game it did draw an audience to the monitor. 
A strange phenomenon. Just like watching 
the real-life television show on Sky, it defies 
medical reason. 


American spellings, then you're shot. You 
can play up to three people in the game. 
You can play simply as one person against 
nobody, or against two human or computer 
opponents. If you are really sad. you can 
set the computer to play itself; tedium in 
motion. A massive irritant when you are 
playing the two or three player game is that 
the other player can actually control your 
selection with his joypad. How tacky and 


need of a chronic play test. Even the 
selection of characters is poor. There's a 
minuscule list of poorly-drawn characters. 
These either grimace, act cool or grin 
widely depending on the state of play. This 
is very twee and appears such a rush job 
that I'm surprised Nintendo of America 
passed it! 

Star Spangled Vanna 


poorly designed can you get? Definitely in Even the endorser, Vanna White the games 



Gametek’s Wheel Of Fortune really isn’t 
worth bothering with at all - it’s not even 
sufficiently decent to warrant that age old 
‘Try before you buy’ cliche. The graphics are 
excessively dull, the gameplay is about as 
riveting as a nut and bolt and Vanna White’s 
sampled speech is intensely annoying - and 
that’s being kind. Believe me, absolutely 
oodles more fun can be had from playing 
Hangman on a piece of scrap paper and it’s 
a hell of a lot cheaper. 


hostess, looks crap. She skits and 
staggers along the row of letters in a 
variety of coloured dresses with the same 
strapless back. Her voice is also recorded 
but it's so nasal and repetitive you have to 
turn the volume off. Wheel of Fortune does 
nothing for me. I can't help wondering how 
many board games, trivia books and word 
tricks you could get for C50. or how many 
crosswords you could attempt. If you love 
game shows, why not spend it on stamps 
applying to get on - you may actually even 
win something; not just a pathetic 
message in the bottom right hand corner 
of the screen. x 1 . i 


a Down to the final bonus 
stage , it s pure guess 
work this early on. Yet it s 
vital that you don t blouse up 
on your selection 

Choose those added 
_J extra words and things 
should start looking up 

S You should be able to 
solve the bonus from the 
letters you Ve chosen 

S Bingo! Success. Now it s 
time to select your prize 
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Initially equipped 
with three 
cannon, you must 
place them inside 
the fortress walls. 
Each cannon can 
only fire a single 
shot at a time, 
making a volley 
of three cannon 
balls in all 


i i 

Emerging from the 
murky depths, the 
Kraken lobs giant 
boulders at your 
castle. It can only 
be hit when its 
head rises above 
the water's 
surface. Capable 
of sustaining a 
whole barrage of 
cannon fire, the 
Kraken moves 
constantly, 
making it difficult 
to hit 




The two player game gives each commander a 
small plot of land to build there home castle. 
Selecting one from three castles, you must then 
place your cannons. The battle then begins, a 
blood-thirsty fight to the death 


After each battle scene you must rebuild your 
castle to continue the conflict next turn. In 
similar veins to Tetris, slot the oddly-shaped 
wall section In the gaps to form an 
impenetrable wall 


Attempt to protect your castle against 
thousands marauding buccaneers in 
Electronic Arts' Rampart, a game of met 
frolicking with not as much as single wei 
sight How disappointing. 


Select the one player super game and the perspective 
will change from the dull plan view. All the action 
occurs real time, so while you attack the enemy ships, 
your castle will be bombarded by their cannon 
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Attacking from the 
ocean, a barge armed 
with twelve cannons 
rips your fortress apart. 
Aim for the guns, 
taking them out one- 
by-one before tearing a 
gash in the hull 
mamm 
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fire ships take 
five hits before 
sinking. Firing 
flaming cannon 
balls, these shots 
smash the castle 
walls apart, then 
die out to leave a 
smouldering fire pit 
which cannot be 
built on 


Dated in appearance, Rampart is a 
nifty little game that may be basic 
but is fun nevertheless. It is easy to get to 
grips with and play, the numerous options 
and variety of levels make for some lasting 
appeal, with the two player game especially 
boosting Rampart’s otherwise limited 
longevity. Sonically, visually also, Rampart 
fails to impress, although you will see some 
uses of mode seven in the one player super 
game. You don’t get very much for your 45 
quid, but if you want a game that you’ll 
return to time after time, Rampart is 
definitely worth strong consideration. 
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and the first landscape will appear. You have 
a choice of starting places, the plot of land 
you finally choose being where your home 
castle will be built. Three cannon are yours to 
place inside the castle perimeter. With castle 
intact and cannon ready to fire, the bat] 
begins. The initial conflicts are bet? 
and the enemy ship fleets tffat bod 
castle with caonon firs 



meil the gunpowder as you crush 
your opponent’s stronghold under 
a hail of iron balls, wipe the blood 
from your blade after running the 
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snemy commander through then nip over 
to his castle and nick his swag, not to mention 
his gorgeous woman. 

Rampart is a game for one or two players, 

ttawple.1 


castle from attack. Choosing from either the 
normal or super game, the latter is best suited 
to the more experienced commander, 
featuring difficult terrain plus a variety of 
tougher enemies. The task for both games 
remains the same: to destroy the attacking 
enemy while repairing the damage sustained 
on your castle. 

There are three levels of difficulty, with two 
starting levels; recruit and veteran. Choosing 
the latter awards you with more points if 
you’re successful. Begin a one player battle 


•hip 

There are three types of ship. Th< 
is armed only with a cannon, the 
equipped with cannon but also carries foot 
soldiers, while the red ship fires burning 
cannonballs which leave smouldering fire pits 
after they’ve landed, preventing you from 
expanding your castle. 

a ship reach the shore, the grunts 
(soldiers) will disembark. Thundering towards 
the nearest castle, they will automatically 
attack an installation. The only way they can 
be stopped is by creating an impenetrable 
castle wall or taking them out with cannon 
fire. After a heated battle, any damage you 
have sustained must be repaired. 



Horn* Comforts 

Holes must be blocked by placing the shaped 
walls over the gaps, a la Tetris. Fail to block 
the holes in the allocated 30 seconds and 
your game will be over. Succeed and you’ll 
enter the next battle. Surround your home 
castle or extend your fortress to include other 
encampments to gain additional cannon. 
These must be placed inside any of your 
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Rampart is a very simple game, being 
basic in both graphics and gameplay 
departments. I expect a lot more from 
Super NES games, even though 
Rampart is quite an enjoyable effort 
for one or two players. It soon 
becomes tedious, and if I really 
wanted a game to look like an 
early eighties reject I would buy 
a Spectrum and a few 
cassettes. It’s good, but 
heavily flawed. 


fortifications. Alternatively, exchange three 
small cannon for either propaganda balloons 
or a single mega cannon. 

The balloon, when used against the 
enemy, changes the allegiance of the unit you 
[king any enemy forces in the 
mediate area turn friendly.JTie massive 
er cannon fires a high-velocity fireball, 
re often than not destroying the target with 
ingle shot. S 

The Super game, as well as including a 
iriety of land obstacles, also includes 
•ugher opponents. 
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Krok«n Up 


A barge bombards your castle from the big 
drink, while the Viking ship protects its guns 
by concealing them inside. Perhaps the most 
horrific enemy is the Kraken, a gargantuan 
sea monster. 

Hiding in the murky depths of the ocean, 
the Kraken pops out of the water before 
lobbing chunks of rock at your castle. When 
this happens it’s time to shut up shop and 
search of another castle. -\ 1 
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I P0 BOX 107, NORTHAMPTON NN3 1AY 

TEL/FAX; (0604) 49954* DAYTIME: 0850 776689 


(Mir 1 Ml SSSBgS atf iffltes (M all] tShflailUD SIMil SisgSi ilflfUifliiB fflS 

Sew and Used games bought and sold on all Nintendo + Sega Machines 


SUPER 

Axelay.38.99 

Bart's Knlghtmare.37.99 

Chessmaster.30.99 

Contra 3.36.99 

FI ROC/Exhaust Heat ..37.99 

Final Fight.34.99 

Gradius 3.21.99 

Hole In One Golf.22.99 

James Bond.36.99 

Joe & Mac.33.99 

Legend of Zelda.35.99 

Mystical Ninja.35.99 

NCCA Basketball.36.99 

PGA Golf.36.99 

Play Action Football.33.99 

Populous.21.99 

WE WILL 


NES USA 

Race Driving.37.99 

Ramparts.37.99 

Robocop 3.34.99 

Sim City.31.99 

Smash TV.34.99 

Soul Blazer.37.99 

Streetfighter 2.47.99 

Spankey's Quest.35.99 

Super Mario Cart.34.99 

Top Gear.34.99 

UN Squadron.33.99 

Wing Commander.37.99 

Wings 2.36.99 

Game Adaptor.11.99 

Please add £1 p&p per item 

TRY TO 


BEAT ANY PRICE 

IN ANY MAGAZINE (FREE POSTAGE) 

PLEASE PHONE FOR DETAILS AND AVAILABILITY 



^^MEGA-CD"** 

Answer our simple games questions and Have your choice 
of one of those groat machines + ten top games of your 
choice FREE 
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0891 662 552 


91 662 


552 


A SEGA 
MEGA DRIVE 


A MASTER 
SYSTEM II 


0891 


662 


TEH 


Please ask the permission of person who pays the bill. 

Calls charged at 36p/min cheap reate, 48p other times. 
Centel Communications, P.O. Box 1183, BOURNEMOUTH, BH8 9YS 


i|V Tel/Fax 0509 211335 iiyE 

d* Consoles J Consoles 

Specialist supplier of US SUPER NINTENDO 
Products for the UK Market 


FORTHCOMING RELEASES 


Alien Vs Predator 
Blazeon 
Cyber Spin 
Desert Strike 
Equinox 
Harleys 

Humongous Adv. 
Imperium 

King Arthers World 
Metal Jack 
Mickey Mouse 


Out of This World 
Power Athlete 
Prince of Persia 
Space MegaForce 
Spiderman Vs X- 
Men 

Spindizzy 
Super Star Wars 
Universal Soldier 
Wings II 
Warp Speed 


Games not released are £44.95 if pre¬ 
ordered and will be sent to you on arrival 


TOP SELLING TITLES 


Adventure Island.£44.95 

Axelay.£44.95 

Barts Knightmare.£44.95 

Castlevania.£44.95 

Dino City.£44.95 

Extra Innings.£44.95 

Final Fight.£42.95 

FI Roc.£46.95 

Ghousl & Ghosts.£44.95 

Mystical Ninja.£42.96 

Sim City.£38.95 

STREET FIGHTER II.£59.95 

Super Contra.£44.95 

Super Mario Cart.£44.95 

Thunder Sprits.£44.95 

Top Gear.£44.95 

Turtles in Time.£44.95 

UN Squadron.£44.95 

Zelda III.£42.95 


Arcade 

Shooting 

Arcade 

Arcade 

Platform 

Baseball 

Beat-em 

Racing 

Arcade 

Arcade Adv 

Strat 

Arcade 

Shooting 

Racing 

Shooting 

Racing 

Arcade 

Shooting 

Arcade Adv 


CALLING ALL 
UK SUPER NINTENDO 
OWNERS 

UK Adaptor to play American carts 
on your system, this adaptor will 
play SUPER MARIO CART, PILOT 
WINGS, and others that other 
adaptors will not. 

SPECIAL PRICE 
£11.95 


UK SUPER NITENDO 


With Super Mario, One Pad.£139.95 

With Street Fighter, One Pad.£169.95 

With Super Scope 

6 Game Carts and One Pad.£179.95 


PLEASE NOTE ALL THE ABOVE COME WITH 
FREE UK TO US/JAP CONVERTER 

US SUPER NINTENDO 


. With One Pad.£114.95 

• With two Pads and Mario.£139.95 


• With One Pad and any game upto 44.95 ..£154.95 

• The above are RGB Scart only 

• Many more items available, any enquiries 
J please write to the address below or call 


Payment By P.O. or Cheque (Subject to clearance) 
Send Payment made out to JIVE CONSOLES 
Orders despatched by 1st class Recorded Delivery 
Consoles Add £10 for delivery 
Games add £1.50 per order for P&P ^ 


JIVE CONSOLES 
38 Pinfold Gate 
Loughborough, 
Leics, LE11 IDF 



MEGABYTES 


081 - 335-4224 


PRICES SUBJECT TO CHANGE WITHOUT NOTICE 


SUPER NINTENDO GAMES - SUPER PRICES 


Chessmaster (US).£40 

Superwrestlemania (US)£44 

F-Zero (UK).£38 

Super Soccer (UK).£38 

Pitfighter (US).£40 

Street Fighter II (US).£53 

Super Battletank (US) ...£42 

Super R Type (UK).£38 

Joe & Mac (US).£42 

Final Fantasy II (US).£49 

Mystical Ninja (US).£42 

Zelda III (US).£42 

Super Off Road (US).£42 

Raiden (US).£45 

Baseball Sim 1000 (US) .£42 

Thunder Spirits (US).£42 

Pebble Beach Golf (US) £42 

Home Alone (US).£42 

Krustys Funhouse (US) .£42 
Superbases Loaded (US)£42 

Sim City (US).£42 

Contra III (US).£42 

Arcana (US).£39 

Addams Family (US).£39 

Castlevania IV (US).£39 

Lemmings (US).£39 

John Madden (US).£40 

Populous (US).£34 

Pilot Wings (US).£42 

RPM Racing (US).£42 

Actraisers (US).£44 


Final Fight (US).£42 

Worldleague Soccer (US) ..£41 
Super Ghouls & Ghosts(US) £41 

UN Squadron (US).£42 

Prince of Persia (US).£42 

Parodius (Jap).£45 

RPM Racing (Jap).£33 

Area 88 (Jap).£33 

Castlevania (Jap).£33 

Turtles IV (US)...£43 


ACCESSORIES 

JOYSTICKS (CAPCOM) CALL 

JOYPADS CALL 

US SNES (SCART) CALL FOR LATEST PRICE 

JAP SNES (SCART) CALL FOR LATEST PRICE 
UK SNES (PAL) CALL FOR LATEST PRICE 


ALL STOCK ITEMS ORDERED WITH 
CREDIT CARDS BEFORE 4PM 
DISPATCHED SAME DAY BY FIRST 
CLASS RECORDED POST 

POST AND PACKAGING FREE 
ON GAMES 

£3.00 P&P ON ACCESSORIES £10 OVERNIGHT DELIVERY 


PART EXCHANGES WELCOME 
ALSO SECOND HAND TITLES IN STOCK 

































































































































There's a massive range 
of games available 
through importers 
nationwide; most of 
which are listed below. If 
you know of any we have 
missed why not drop us a 
line and let us know? 


Control recommended Control finlers - Avoid 




RACING 


HIP 




Aguri Suzuki FI Super Driving - LOZC - Japanese 
Big Run - Jaleco 

✓ Cyber Formula - Takara - Japanese 

✓ F-Zero-OFFICIAL 
X FI Battle GP - Japanese 

FI Exhaust Heat (ROC) - Seta 
FI Grand Prix - Foca - Japanese 
RPM Racing - Interplay 
✓ Super Mario Kart - Nintendo 
Super Off Road - Tradewest 

✓ Top Gear - Kemco 


SPORT 


Augusta Masters Golf - T&E Soft 
Bill Laimbeer’s Combat Basketball - Hudson Soft 
Chessmaster - Mindscape 
Combat Basketball - Hudson Soft - Japanese 
Extra Innings Baseball - Sony 
Flaming Dodgeball Kid - Sunsoft 
George Foreman KO Boxing - Acclaim 
Hal’s Hole in One Golf - Hal America Inc. 

Jack Nicklaus Golf - Trade West 
X John Madden Football - Electronic Arts 
MVP Baseball - Acclaim/LJN 
Nolan Ryan’s Baseball - Romstar 
Pebble Beach Golf - T&E Soft 

✓ PGA Tour Golf - Electronic Arts 

X Pro Soccer - Imagineer 
Space Football - Triffix Entertainment 
Super Baseball Simulator 1.000 - Culture Brain 
Super Bases Loaded - Jaleco 
Super Bowling - Technos 
✓ Super Dunk Shot - Halken - Japanese 
Super Play Action Football - Nintendo America 
Super Pro Baseball - Jaleco - Japanese 
Super Soccer - Nintendo - Official 
Super Soccer Champ - Taito 

✓ Super Tennis - Nintendo -Official 

Super WWF - Official 
Ultimate Football - Sammy - Japanese 
Waialaie Country Club - T&E Soft 
World League Soccer - Mindscape 




Astral Bout - A Wave 
Battle Blaze - Sammy 
Final Fight - Capcom 
Final Fight Guy - Capcom - Japanese 
King of the Monsters - Takara - Japanese 
Pit Fighter - THQ Inc. 

Ranma 1/2 - NCS 
Rival Turf - Jaleco 
X Robot Police - Atlus - Japanese 
✓ Streetfighter II - Capcom 
X Super Golden Fighter - Culture Brain - Japanese 
Super WWF - Official 
✓ TMNT IV- Konami 
X Ultraman - Bandai US 


Actraiser - ENIX 
Arcana - Hal 

✓ Drakkhen - Kemco 
Lagoon - Seika 

Might and Magic II - Sammy 

✓ Soul Blazer - Enix 
Super Ninja - Koei 

Super Wagon Island - Namcot 
✓ The Legend of the Mystical Ninja - Konami 
✓ The Legend of Zelda: A Link to the Past - Nintendo 
Wanderers from Ys III - Sammy 


JAIOPY CORNfR 

Blazing Skies - Official 
X Home Alone - THQ Inc. 

Magic Sword - Capcom 
Mario Paint - Nintendo 
✓ On the Ball - Taito 
✓ Pilot Wings - Official 
x Paperboy 2 - Mindscape 
x Rocketeer - IGS 
✓ Super Pang - Capcom 
Super Pipedream - BPS 


Ka-Blooey - Kemco 
✓ Krusty’s Super Fun House - Acclaim 
✓ Lemmings - Sunsoft - official 


pumc 


Addams Family - Ocean 
Dinosaurs - IREM 
✓ Dragons Lair - Elite - Official 
Hook - Sony 
Joe & Mac - Data East 
✓ Prince of Persia - Konami 
Smart Ball - Sony Imagesoft 
Spanky’s Quest - Natsumi 
Super Adventure Island - Hudson Soft 
✓ Super Castlevania 
✓ Super Ghouls ’n’ Ghosts - Capcom 
✓ Super Mario World IV 
Super Vallis - Telenet 

✓ The Simpsons: Bart’s Nightmare - Acclaim 


3HOOTKM-W 

✓ Axelay - Konami 
D-Force - Asmik 

Darius Twin - Taito 
✓ Gradius III - Konami 
GunForce - Irem 
Hyperzone - Hal 

✓ Phalanx - Kemco 

✓ Parodius - Konami - Japanese 
Raiden Trad - Electro Brain Corp 
Strike Gunner - NTVIC 
Super Aleste - Official 
Super Battletank - Absolute Entertainment 
Super Earth Defence Force - Jaleco 
✓ Super Probotector - Konami - Official 

✓ Super R Type - Official 
✓ Super Smash TV - Acclaim 

Sylvalion - EMI 
Thunder Spirits - Seika 

✓ UN Squadron - Capcom 

Xardion - Asmik 


Air Manager - KOEI 
✓ Populous - Acclaim 
Romance of the Three Kingdoms II - KOEI 
✓ Sim City - Official 
Sim Earth - Imagineer 






































Here is the very latest 
update on the so far 
released official British 
5NE5 games. Check out 
these short summaries 
along with their Final 
Analysis scores ; 


SUPER MARIO WOR1D 


SUPER PROBOTECTOR 


STREETF1GHTERII 

The ultimate in beat’em-up action is the 
closest thing you can get to an arcade 
machine in your own room. 
Fantastic gameplay, great 
graphics and sound, a stunner. 


ZEIDA 111 


-> .L_ ,-4 ' t.V 
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A Platform spectacular that is free with the 
SNES and claimed by many to be the best 
game of all time. Incidentally, it’s also 
being re-released as an individual 
cart soon for those who get the 
Street Fighter II bundle. 








A side-to-side shooty where you’re hell 
bent on the destruction of various 
alien type beings. Great sounds, 
fantastic graphics and marvellous 
gameplay. A dream. 


TURTLES IV 

A close arcade conversion with excellent 
presentation; add to this loads of 
moves spiced with hectic 
gameplay and you won’t be far off 
the mark. 


GHOULS'N'GHOSTS 

Eight massive levels of monster hacking 
action which will bring a tear to even 
the most hard nosed gamer. Top 
gameplay with great sounds and 
graphics. Well ’ard to complete. 


This uses mode 7 perspective scrolling to 
convincingly portray a highly playable 
futuristic car racing game. Whizz through 
bizarre landscapes apparently 
designed to give out the ] 
maximum in headaches. 



ONTROl 


SUPER TENNIS 


Just about the most visually appealing, 
accurate, playable and enjoyable 
tennis game going in an 
electronic guise. Excellent. 


imy, 
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CASTLEVANIAIV 

A beat’em-up/platform romp with plenty of 
traps just lying in wait. The graphics 
are dreamy, and the sounds add 
up to what is an highly 
atmospheric and enjoyable game. 


TOP GEAR 

A spectacular dose of driving action with 
some of the fastest and smoothest 
scrolling graphics you will ever see 
»n the SNES. Great fun for one < 
mo players. 


One of the best adventure-style games 
available for the SNES anywhere; this 
whopping game has pleasant 
graphics, a good storyline and is 
rather massive. 


PILOT WINGS 

Quite a remarkable demonstration of just 
what the SNES can do on the graphics 
front, mode 7 at its best. A 
playable ‘arcade’ style flight 
simulator to boot. 


A straightforward conversion of the now 
classic arcade puzzler. Lead your band 
of suicidal rodents to their ultimate 
demise without being beaten to it 
by the Grim Reaper. 



^ONTROI^l 

3B1 .ffi jf „. . j 1 

IL-i ug&p 

rr 

Mario Kart 

2 

Top Gear 

3 

Streetfighter 11 

4 

Sonic Blast Man 

5 

Axelay 



























































































SIN CITY 


ADDANS FAMILY 


SUPER SOCCER 




ACTRAISER 


A unique combination of action and 
simulation. One moment you’re pratting 
about swinging a sword, and the next 
you’re wading through the land 
singing a song and killing nasties. 

A welcome official release. 


KRUSTY'S FUN HOUSE 


B1AXING SKIES 

Also known as Wings 2, this flight sim- 
cum-shoot’em-up features splendid 
graphics with a yawnable 
gameplay. But not bad for a 4 
meg cart. 


ADVENTURE ISLAND 


A devilishly addictive game which doesn’t 
rely upon fancy graphics or sounds. Pure 
addictive fun as you become town 
planner. Build a city and watch it 
fall apart at the seams - it plays 
better than it sounds. 


DRAGONS IA1R 

Ogle at those graphics and indulge in a 
game which first saw the light back in 
the eighties on a laser disk 
machine. Tough as old boots to 
play, and a real challenge. 


Tough platform action with great 
presentation and sharp visuals. 
Enjoyable although there is a 
question mark over the longevity. 




A futuristic style Street Fighter II, only 
nowhere near as entertaining. The 
graphics are shoddy, the sound is 
poor and the gameplay is rank. 
Extremely disappointing. 




Another mode 7 piece de resistance but 
disappointing in one-player mode. 
This let-down is not repeated 
when two players are involved, 
thus enhancing the gameplay. 


RIVAL TURF 


Beat’em-up freaks will be in their element 
in this violent, blood-splashing game. 
Graphics aren’t bad but the 
gameplay is let down by the 
shoddy selection of moves. 




A platform-cum-beat’em-up romp through 
lush islands, tropical seas and dodgy 
haunted houses. Graphically, it’s 
superb and the sounds are toe 
tapping, too. 


PAPERBOY II 


A classic arcade game poorly converted 
on the SNES. It isn’t enormously 
thrilling but no-one ever said 
delivering papers was supposed 
to be. 


See the mini-review on the next 
page for the full low-down on the 
future of law enforcement. 

..o-y ■■■■ .■■■■ ' 


See the mini-review for the full low- 
down on this comical Simpsons 
licence. Doh! 


JOE AND MAC 

See the mini-review for the facts 
concerning this cute and cuddly 
caveman rompette. 


SUPER ALESTE 

Quite a stunning shoot’em-up with 
plenty of mode seven and 
absolutely no slow down; 
therefore a lot like the rest. 


SUPER R-TYPE 


A rather saucy and excellently executed 
shoot’em-up in the classical vein of mass 
slaughter. It’s let down somewhat by 
the amount of on-screen 
slowdown when the pressure 
builds up. 


UN SOUADRON 

A stonkingly action-packed shoot’em- 
up from Capcom, makers of SF II. 

We ponder, will they ever produce 
a dross game? 



SUPER WWF 

A steaming hot pot-boiler of a beat’em-up 
where overgrown men with strange 
names wearing tight underpants 
and eye make-up beat the living 
daylights out of one another. 
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nlike the Amiga game of the same 
name 


(Left) Robocop encounters his old 
arch-enemy, ED-209. This time the 
massive robot will aid you, so 
don't fire at him 


Robocop 3 is a six level 
shoot’em-up loosely based on the 
forthcoming film. Set in old Detroit, the 
ruined town is about to be knocked down 
and replaced by Delta City. Rehabilitation 
officers have entered the ruins and are 
flushing the helpless people out of their 
homes. This time Robocop is against the 
law, his fight taking him across four 
horizontal and two vertically scrolling 
stages. Robo has a selection of five 
weapons, starting with his rapid-fire 
machine pistol to a flame thrower, before 
finally ending up with a rocket launcher. 
The weapons are collected by grabbing the 
many power-ups scattered throughout old 
Detroit. Each weapon has limited usage 
and extra ammunition must be collected to 
keep your supplies up. 

The machine pistol starts with a 
hundred shots, where as the more powerful 
guns, such as the missile launcher, is only 
equipped with a few shells. 

Energy top-ups and other bonuses are 
found in the same manner. When Robo 
takes to the air using a bolt-on jetpack to 
fly, he can fire ahead with his pistol or drop 
bombs on the tanks below. Dodging to 
avoid the flak fired from anti-aircraft guns, 
Robo must constantly refuel his pack by 
collecting the pods that fall from the top of 


the screen. Needless to say, each level is 
protected by a guardian, one of OOP’s hi- 
tech combat weapons. Robo’s arch-enemy, 
ED-209, also makes an appearance in the 
game, although he too has changed side 
and will aid Robo’s battle against the 
rehabilitation police. 

Otomo the ninja robot is the latest 
threat to Robocop, a droid similar to the 
metalhead lawmen but faster, tougher and 
more advanced. Robocop cannot use his 
gun against the ninja robot, so he’ll have to 
use his titanium fists to pummel the ’bot. 

Robocop 3 is simply crap. Comparable 
to a rather large pile of horse manure, 
Ocean opted for a rather dull horizontal 
shoot’em-up with only a little variety 
between stages for good measure. 
Graphically the game is far from ground¬ 
breaking, with glitches appearing whenever 
the screen becomes cluttered. Add to this 
the game’s ridiculously high difficulty level 
and you have possibly one of the worst 
blasters ever to appear on the SNES. 


At the end of the second stage, Robo faces a 
huge gun-toting red thingy! Leaping around 
the screen, dodge its crushing leap before 
blasting away at its head 
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Hide the valuables in 
the cellar to keep 
them out of the 
burglers way. Watch 
out for the rats when 
you step into the 
darkness 


the cellar, so naturally Kev is rather 
perturbed when he steps cautiously into 
the dark. 

Bats fly towards the youngsters, and 
must be dodged by ducking or jumping 
over them. Watch out for the rats’ deadly 
bite, as it will drain one of your three 
energy pips. Reach the booty and the 
crooks will be banged up. 

Set over numerous levels, Kevin must 
foil Harry and Marv’s plans time after time 
before ultimately getting them locked up in 
the slammer. 

A graphically poor game, Home Alone 
is a disgrace to the Super NES. Quite how 
Nintendo can give a game of such poor 
quality their official seal I don’t know, as 
this is the worst piece of turd I have seen in 
months. About as thrilling as a dead sheep, 
Home Alone is one for the bin. 


ome Alone is the film that launched 
; young Macaulay Culkin into the 
limelight, earning him millions and 
leaving him set up for life. The game is 
based around the dire film, and as young 
Mac you must defeat the two burglars, 
Harry and Marv. 

Armed with a water pistol, Mac, or 
Kevin as he’s called in the film, must run 
around the McCallister household hiding 
the valuables in the cellar. Kev can hold a 
maximum of six items before he must drop 
his load, through the laundry chute that 
takes them out of harm’s way. 

Harry and Marv will chase after Kevin if 
they see him, and they will also steal any 
goodies that are visible. The water pistol 
will stun the terrible twosome, where as the 
catapult will knock the baddies out for 
good. Having grabbed all of the valuables, 
Kevin must venture into the cellar. Anyone 
who’s seen the film will know of his fear of 
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^ Young Kevin 


1 McCallister must 


J foil Harry and 


| Marv's plans by 


r blasting them 


| with his 


~ waterpistol 
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I Nell I think I'll plonk this 
block here and hey 
presto! The rats are now 
able to wander aimlessly 
into the awaiting trap 
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The puzzles in Krusty's aren't the 
most complex of puzzles i've seen. 
But they do have a fun element 
which is vital for this type of game 



laying uncannily like Lemmings, 
Krusty’s Super Fun House is a 
whacky spin-off of the incredibly 
popular Simpsons, incorporating some of 
the show’s bizarre personalities. Situated 
within Krusty the Clown’s Funhouse you 
are presented with a game that not only 
rivals Lemmings but also captures the 
massive frustration element. 

The object of the game is somewhat 
different to Lemmings however, instead of 
trying to save all the helpless little 
creatures you are trying to kill them, and 
you don’t care how! Bart likes to squish 
them with a boxing glove (what a pleasant 
little boy), Homer zaps them with a laser 
and Corporal Punishment eats them. 
Mmm, yum-yum! 


The game spans five levels with each 
getting progressively harder and the 
puzzles are not straight forward by any 
means. Using blocks littered throughout 
each stage you must create a path for the 
rats to follow, ultimately getting them to 
your counterpart who will dispose of them 
in some gruesome fashion. 

Static objects are also carefully 
positioned within the stages and these 
must be taken into account when planning 
your routes. Fans and blowers are a major 
problem as these can alter the rat’s 
trajectory, but they can also sometimes be 
a help rather than a hindrance. 

Krusty’s is fun, nail-biting and extremely 
frustrating. Its complex gameplay will hold 
your concentration with gusto - driving any 
SNES junkie forever onwards until the 
game is finally beaten. The game, 
however, has little lasting appeal once 
completed, for what is the point of playing 
again when each puzzle and secret has 
been inscribed into the annals of history? 


Around the mazes are 
various deadly traps. 
This laser gun is one for 
instance 


Ever heard of the Pied Piper Of Hamlin? Well , this is 
the continuing saga except with Bart Simpson's 
buddy; Krusty the clown , taking the prestigious role 
of the Piper. 
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ntroducing you to the delights of 
Neanderthal man, Joe & Mac take 
you on a wild dinosaur ridden 
journey over platforms high and low in 
search of some beautiful babes. With clubs, 
boomerangs and miniature wheels the 
dynamic duo batter and bash their way 
through the multitude of levels - sand, sea, 
surf - you name it, it’s here! 

This two player beat’em-up cum 
platform romp is highly enjoyable in one 
player mode but the two player action 
steals the show without a doubt. Not only 
can you beat up (with a blunt instrument) 
every living thing that foolishly gets in your 
way but you can also pummel your chum. 
Doing so depletes his energy so in the heat 
of the action be careful whom you hit! 

Not only are the levels colourful with 
large sprites often making a grand 
appearance, but they are also long and 
strenuous. The Guardians pose as major 
headaches and for a real change, 
challenge the skills of the gamer. These 
guardians are no pussies; it will take real 
gaming prowess to defeat these fellas. 

This arcade classic has been converted 
beautifully, with all the colour and detail 
remaining intact. The best feature is 
undoubtedly the two player mode but don’t 
get us wrong, the one player adventure is 
thoroughly enjoyable also. For a beat’em- 
up with a difference, Joe & Mac certainly 
hits the mark. Great fun. 
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After jumping off 
a geyser of water 
you're confronted 
by uncivilised 
cavemen. So your 
answer to this is to 
lay them out! 
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Ah ha! a 50 foot 
tyrana! I know , I'll 
climb up onto this 
ledge and then i'll 
proceed to club his 
snout until he can 
no longer breathe! 


ey re being hampered 
f various nasties. 
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Our very own 'Daveman 
Ninja' Goodyear is 
ecstatically delighted to 
see his prehistoric 
relatives finally surface 
on the SNES officially. 
Due to his state of 
euphoria Dave finally 
fathomed out the 
workings of the wheel 
(don't exaggerate - Ed)! 



P A 



As we can see , weapons 
were incredibly crude in 
the stone age period. I 
mean , fancy trying to 
take out a pterodactyl 
with a bone and a club! 



ACOUSTICS 

mmmm hmahhi 

— VISUALS^ 
IMMEDIACY 
LONOEVITY 
EHTERTRINMENT 


7/10 

15/so 

14/30 

ie/so 

24/30 




FINAL 



727 . 


| #7 77 ■ 
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Welcome once again to the most 
stunning readers' pages in 
Nintendodom. The standard remains 
so high we can't control our cries of 
amazement at your brilliant work! 
Keep it up and in Control! 


(Below) Are these turtley brilliant or 
what? The heroes in half shells were sent 
in by the very talented Miss Lesley D 
Challenger from Selby in Yorkshire 

(Below Left) Sonic's number is up as he 
stands before a firing squad under the 
command of, yep you guessed it, the 
little Italian plumber with a consuming 
aversion to all things geeky! This vision 
of the age-old rivalry was created by 
Danny Phillips from Exmouth in Devon 


Get into Control' is the message 
behind this excellent portrayal of our 
favourite SFII characters from Nolan 
Rowles in Ormskirk, Lancs 


























(Above) Robert Kay from 
Manchester sent us a nice 
letter saying that he has 
chosen to redesign the 'dull 
and lifeless' front cover of our 
glorious magazine. The result 
you can see above. Er, you 
don't, by chance, own a 
Megadrive do you Robbie? 


(Right) Andrew Boyland from 
Axminster in Devon depicts the 
Sega geek's ultimate nightmare. 
'Sonic is dead and has been sent 
to his own personal hell, eternal 
suffering begins here!' And we 
thought it began when you 
bought a megadrive! 
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(Above) This is a detail from a superb 
piece of artwork sent in to us from Rob 
Pierce in Salisbury, Wiltshire 


(Below) It's that Mat Godfrey chap 
from Essex again! Not content with 
having the most space in the first 
Control Gallery he's still sending in 
mega artwork. We re only showing half 
of his entry for this month so we don t 
get accused of favouritism. Perhaps 
we ll use the other half next month if 
Matthew's paint brushes dry up! 
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Many a happy day was spent on 
this school site! The Sixth form 
doss room (sorry Common room) 
is off to the right - ah, the 
memories! Cone are the days 
when we hung racing bikes from 
the Common room's rafters and 
sped through the corridors in 
shopping trolleys . By the way, 
sorry to everyone in the sixth 
form exam room that we 
disrupted one summer! 


It Is not always the 
desired intent to return to 
one's old school but that's 
exactly what Allie did. 
Armed with two SNESs 
and a lot of memories of 
her angelic school-days, 
she took the plunge and 
met two tutorial groups 
from years Seven and 
Eight of Emulf Community 
School, St. Neots, down in 
picturesque but not so 
sunny Cambridgeshire. 


emembering what I was like in 
the first two years of senior 
school didn’t constitute any 
kind of comfort when 
confronted with the thought of 
spending an hour with twenty 11 and 12 
year olds. At that age I played hell with the 
teachers (honest, Miss!) and it’s a wonder 
that my old Maths tutor, Mrs Jenny Knight 
(now Deputy Head at Ernulf) ever allowed 
me to return! 

However, she did and I am very thankful 
to her and to the pupils of tutor groups 
7JSM and 8ES for showing so much 
enthusiasm. But what was I doing re¬ 
visiting my old academic metropolis? The 
answer is simple, I was merely introducing 
to them the wonders of the SNES. 

The enthusiasm was overwhelming and 
more pupils were interested in the 
lunchtime SNES presentation than we 
could cope with. 

In all, 25 eager individuals sacrificed 
their lunch hour in order to 
play Top Gear, the Addams Family, 
Phalanx, Super Mario World and the 
unanimous favourite of the day, Turtles In 
Time. What a painful sacrifice! 

While groups took turns to battle it out 
in front of the SNESs the remaining pupils 
filled in a simple questionnaire. It was 
deduced that the majority of the group 
either owned a Sega Megadrive or a 
Commodore 64, sometimes both. 


Ataris, Spectrums and Amstrads were 
also popular with one or two owning an 
Atari Lynx, a Gameboy or an NES. Not one 
pupil owned a SNES but by the end of the 
hour nearly everyone intended to get one 
for Christmas, poor old Mum and Dad! 

When asked what they liked about the 
SNES the general reply was ‘everything’, a 
couple managed to expand on this by 
praising the graphics, sound and games. 
However, a few disliked aspects of the 
Super Nintendo wonder machine, namely 


They were supposed to be paying attention to the 
game! No wonder they didn't get past the first level 


it’s size and shape, the controls and the 
price of games (now who can argue with 
that, eh?). 

I also asked everyone to give us some 
feedback on the mag itself. Luckily, 
nobody disliked any aspect of the 
magazine (hardly surprising really, but 
objective, constructive criticism 
have been scorned!), Control’s layout 
colourful design were considered to be 
strongest features. 

Lastly, we wanted to know if 
Gamesmaster was popular viewing. It was, 
overwhelmingly so, and some couldn’t wait 
for the new series to start, it was revealed 
that Gamesmaster’s redeeming feature is 
the fact that it shows games up and 
running, something which is highly 
important if you are about to shell out £50 
on a product. 

Amid searing enthusiasm and 
excitement everyone managed to get at 
least one go on the SNESs. Excitement 
was at fever pitch with everyone ranting 
and raving about the graphics and sound 
(the authentic music on The Addams 
Family and Turtles was a major favourite), 
while shouts of euphoria accompanied the 










Stuart Mathwig, prize reviewer. This chap wants to 
write for a living... go for it kid! 

The Adda ** Family 

(Two boys pictured below who couldn't 
control themselves and ran back to the 
SNES before they gave me their names!) 

‘The graphics and music were good 
and I like the noise It makes when you kill 
the enemies. I like the way that there’s a lot 
of places you can visit and not Just the hall 
and stairs. 

‘I thought it had brilliant graphics with 
all the little characters moving about, and 
the pictures in the portrait gallery actually 
look like all the film characters. 

‘That’s brilliant, I really like that. I also 
like the splosh sound when you kill the 
enemies as well!’ 


IR - ‘I thought the game was excellent, 
the sound and graphics were quite good 
as well and I think the scrolling is probably 
the best thing, the sprites look really good 
as well, the cars look like they’re going 
really fast. 


(Pictured below - Kara Stevens, Jo-Anne 
Kearney, Erica McCawley) 

KS - ‘Excellent! It’s really good, it’s set 
out really well and as long as you get the 
hang of which button does what you can 
become really good at it.’ 


successful completion of a level. 

Everyone had a lot to say about the 
SNES but some were braver than others 
and actually gave their own mini reviews. 
This is your claim to fame chaps (and the 
three chapesses!). 


So, there you hove It. the 
SNES is wonderful all 
round and the games are 
'really good' but take 
heed Nintendo, these are 
the kind of kids that 
want to buy your 
products and they're not . 


JAK - 1 thought it was really brilliant, I 
really enjoyed it. It’s like the real Turtles 
especially the music part at the beginning 
and the way they move. Yeah, it’s great!’ 

Stuart Mathwig: It’s really good, the 
graphics, the sound, basically everything 
is great. 

The controls are difficult to start with 
but once you learn them they get quite 
easy, it’s a really good game. 

‘If I had a Super Nintendo then I’d buy it 
and if it comes out for the Amiga then I’m 
definitely getting it. 

The playability is quite good, I lasted 
for quite a long time while I was playing it, 
after five minutes I got on to level two. 

‘I suppose when you get further into it 
though it will get harder, but it’s a really 
good game.’ 


f||pG«ar 

(Pictured above - Ian Ray, Lee Clarke, 
Stephen Richardson) 

LC - ‘I thought the graphics were Okay 
and the sound that was okay as well, but I 
thought the game was excellent. It’s easier 
with a joystick though because I’ve played 
it on the Amiga.’ 
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of games, so 

you going to dohttbut it 

Special thanks to Mrs Jenny Knight and 
the pupils of 7JSM and 8ES. 


Having fun with two SNESs. 
Wouldn t it be nice if every lunch 
hour was brightened up by the 
presence of a Control writer? 
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FUN 


Are the radical rodents running riot 
across your screen? Thanks to hours 
of expert game playing by Caveman 
Dave , you may now select any of 
the levels your heart desires. He 's 
even given you a step-by-step guide 
for the last stage of each level! 


1: SRDTPT 
2: AOBYEKU 
3: TERUKAY 
4: GWSXMHK 
5: USIAZNO 
6: CKWDRKV 
7: URERUZU 
8: KAHKUKA 
9: IEKOZIO 
10: SOUKANO 


11: MEDNOTO 
12: TURUSUK 
13: ABNEGET 
14: EMATHIN 
15: UKAYHAD 
16: RENGISE 
17: DONOJIA 
18: QXPKCHB 
19: MWRTLNR 
20: GMXCWPS 


21: KBXNLPB 
22: DVJJBGM 
23: LGSSCZL 
24: MVGDKVX 
25: LSQHCQS 
26: SXRQMVR 
27: PMQJPMX 
28: DHBPTWQ 
29: BCXLMW 


CONTROL 


THE ULTIMATE IN PLAYERS' GUIDES 




The easiest levels of the game. These 
are basically here to help you 
familiarise yourself with the controls of 
the game. They only get slightly 
harder as you progress. But here are 
the codes anyway; 


As soon as the first lemming 
drops down, turn him into a 
miner. This way he'll start a tunnel 
off before the final drop 


Turn the digger into 
a miner again to get 
him safely home 


You should now turn 
the miner into a 


ine miner into a 
digger! Then you should 
pump up the release rate 


Well that was fun wasn’t it? If you ve 
managed to overcome all those stages 
then read on for the next level; 
TRICKY! Things are now moving 
along a bit quicker so keep your wits 
about you. 


21: ZNXBKMP 
22: QSLQWTJ 
23: BGFVMFR 
24: PQZWDKM 
25: SBCMSJS 
26: BDGQRNX 
27: XPPBQWL 
28: JQSPRH 
29: GCLKJMQ 

mMmmwm 


11: ERHTARG 
12: EZATTAY 
13: ADONATT 
14: ADNEHIA 
15: TAHUKAS 
16: IESONYA 
17: LPOWTUO 
18: KWVBVJP 
19: TTKLKZT 
20: NNFFQPV 


1: KORIHCI 
2: IHCAHOG 
3: UKORADE 
4: MUKASSI 
5: AYSUUYN 
6: URIAGNU 
7: KOABENA 
8: HINEUON 
9: EUKUTAD 
10: UYYSSIE 


TRICKY LEVEL 


Start off by making 


a good supply of 


athletes as shown. About 


five will suffice 


Make sure you re 
getting them set up 
in the right places! 


Now you should 
start setting up the 
necessary miners to get 
things going 











































rocks, get him to dig th 
bridge on his way back 


You'll need to set 
up a blocker here. 
This will stop the athletes 
entering the goal 


A lot of building is required to 
reach your goal. Remember to 
let the other lemmings go before 
you run out of time 




f m 

Also it's critical that 
you have them mining 
in the right places when 
going back to the left 


er you ve got the 
ning to bash through the 

f him ft 1 rlin thmunh 


1: URIHOAN 
2: AKIKNEG 
3: NAHCNAG 
4: ONAKASO 
5: OISNEDN 
6: ASURUSN 
7: NISUKAY 
8: INIAKES 
9: NUFOGET 
10: IURAARA 


11: KIKENAN 
12: UOKUTET 
13: IEMOZII 
14: IHCOMIK 
15: AHURAMU 
16: KORNASR 
17: UOZUOSN 
18: QPDDJFB 
19: QBGBPSW 
20: JLXJWNW 


21: JLHFSRF 
22: WCLJNNK 
23: LVFHHMM 
24: MHNNCPC 
25: RNMKXLP 
26: XZZSDDN 
27: BBTSGZC 
28: LXFLJPX 
29: QKZVKFT 






TAXING IEVEI 


Are you managing to keep up with the pace? Still 
thirsty for more? Are you sure you’re definitely 
looking for something that’s more taxing? Then use 
this set of codes to whet your appetite. 


■■■■■■■■ 

1: IHSOWUY 
2: PNATTEP 
3: ANIIARA 
4: TTATAAG 
5: IJUKARA 
6: KATUOSI 
7: NIHSETI 
8: USAGAKA 
9: NOHOYAI 
10: TUMENES 
11: AZEMOWO 
12: TNESRAP 
13: UKAYHUO 
14: YEAGNAK 
15: ATISAAH 


16: OTOKONU 
17: OYKIISO 
18: WXTBWCB 
19: NPKNRKV 
20: PZQWRGP 
21: DZTHVNL 
22: RMDTBFQ 
23: FCSLSPK 
24: RNHQXVM 
25: LTGGNDXH 
26: LHLTDDV 
27: HCBBKHV 
28: MWLGVQJ 
29: GSPQCRQ 
30: ZTTGRFH 




Not a lot to say or 
do on this level apart 
from dig! And keep the 
release rate at SO 


MAYHEM IEVEI 


If you’re reading this paragraph then you’re 
a braver person than I am. For this piece of 
text leads to the craziest of the levels. 
MAYHEM! Absolute mayhem. 


Before starting 
anything else, you 7/ 
need to set up the initial 
blockers - one at either end 


Bash through the 
sign, then 
construct a bridge to 
help reach their home 


Shut off the others, 
so only one passes to 
bash through the rock 
here. Build a bridge to 
reach the other side 


Place blockers here to 
stop the other 
lemmings wandering off to 
where they shouldn t 


Start mining then bash 
to avoid the deadly 
trap above. Then get that 
bridge going to get over the 
top of the rock 
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Pick up the springboard and carry It all the 
way right. You'll need it to jump over the 
tall pipe 


Yoshi can be found Inside the bonus block, 
but watch out for the angry wiggler and 
the fire plants 


Use the Hammer Brothers' platform to 
reach the exit 


Found in the centre of the 
Star Road , the Special World 
is a series of eight stages 
designed for the expert 
player. However, using the 
hints and tips below you 
should sail through them all. 


Outrageous J 


The 


Ftiji 


Funky 


This level Is long and timing is 
essential for successful completion. 
Don t hang around though; run as 
fast as you can without pausing to 
grab bonuses 


TwM through the blocks at the 
bottom to break the wall using the 
cape or a shell. The last musical 
square at the top contains an 
invulnerability star 


There's a 1-up found In the top left of 
the level. It's difficult to reach, unless 
you use the cape or flying Yoshi 


Tubular 








Stomp on the power pads to create a 
path to the exit. Knock the Hammer 
Brother of his platform and use It to 
jump up and out of the stage 










tump onto the power pad, then fall 
down onto the springboard in order 
to hit the bonus block. Leap up to 
grab the balloon 


You will have to dodge ye olde 
Chargin' Chuck's rocks, then grab the 
next power balloon from here before 
you deflate 
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Watch out for that strong water 
current - it will drag you and yoi 
green companion left 


This section is easier if you're riding 
Yoshi - he can eat the fish and stand 
on the pincers 


A 1-up is located midway between 
the four pipes, hidden inside the 
bonus block 


A power-up is hidden inside these 
attractive looking bonus blocks. The 
rest are coins • 


Groovy 


pedal World 


Use a shell or the cape to knock Yoshi 
out of the bonus block 


The rinky-dinky dinosaur Is useful for 
gobbling up the catterkillas 


Awesome 


Crab the power-pad from here and 
carry it right... 


Stomp on the switch, turn the blocks 
into coins before grabbing the star 


Crab the Fire plant and keep going 
until the Koopa Troopa (see below), 
take care on the slippery blocks 


Wait until the effects of the star wear 
off, then jump on the koopa, using 
him to propel you towards the exit 


The third balloon is found under the 
Chargin' Chuck. Nip under his 
football then butt him off. Crab the 
balloon and sail over the goal to exit 


From the platform and hit the third 
switch. Knock the next switch to be 
carried up to the pipe. Jump Inside 


Hit the bonus block in order to collect 
your young dinosaur friend Yoshi 
before exiting 


Crab the Yoshi wings to enter the 
bonus stages and consequently 
complete the stage 



























































































By far the quickest character in the game, her high 
speed can be used to your advantage. Because the 
computer is only programmed to attack all you have 
to do is jump vertically and engage a power kick 
when your opponent comes within range. Should 
your opponent block your kick, quickly move in and 
throw them. However , if the kick works your 
opponent will be knocked back allowing you to 
immediately give them the Lightning Kick treatment. 

Repeat this procedure from the vertical jumping 
when you are knocked out of range. Don't try and 
be flash by performing the Whirlwind Kick, it is 
easily avoided by ducking or by defending with a 
Roundhouse. You are very vulnerable when 
performing this kick. 


lightning kick 

Repeatedly press any 
kick button 


ftyu and Ken 


Press DOWN and hold 
for two seconds then 
press UP and any kick 
button 


The Fireball (or cyclone punch) 
is an extremely powerful 
\ energy wave and is an 
|| m excellent opening move, 

1 knocking your opponent 
L A • J back out of reach even if 
the Fireball is blocked. 
Continue with this move until 
your opponent becomes dazed. If your 
opponent manages to avoid the Fireball 
either perform a roundhouse or a quick 
floor sweep depending on where he 
lands. Return to the Fireball. 

Against Chun Li however, keep 
blocking until she jumps into attack 
and then use a power punch. To avoid 
her Whirlwind Kick, duck and again use 
a power punch. ^ 


Hurricane Kick 

Press DOWN, DOWN/LEFT, LEFT 
and any kick button in one 
continuous motion 


Hodoken 

Press DOWN, 
DOWN/RICHT, RIGHT 
and any punch button 
in a continuous motion 


Dragon Punch 

Press RIGHT, DOWN, 
DOWN/RIGHT and any 
punch button in one 
continuous motion 


The general consensus is that this 
character is simply not worth the bother. V 
He is far too lethargic in his moves to I 
constitute any real threat and because ofli x 
this he is often very vulnerable. If you do 
play as him your best bet is to block and 
then throw when your opponent lowers his 
defences. His special moves are reasonably 
ineffective but his standard drop kick is quite a 
useful move. Avoid using Zangief if you are 
looking for action! 


Spinning Pile Driver 

Do a 360 degree rotation and 
press any punch button 


Spinning Clothesline 

Press three punch buttons 
simultaneously 


Zangief 


A big thank-you goes out to everyone 
who sent in a guide for Streetfighter II. 
Unfortunately we cannot print them all 
or give prizes to everyone, sorry. We 
received an outstanding guide compiled 
by jak Cheung including some fantastic 
illustrations, and for his effort he has 
won a copy of Zelda III. By the way jak, 
you forgot to give us your address! 
Please write in to us at Control and sign 
the letter with your distinctive signature 
and monogram. 

A lot of people have written in 
asking for help because they can t 
decipher the japanese manual, here's 
some help with the different moves and 
a few bone-breaking tips. 


CONTROL 





















Togo Fire 

Press DOWN , 

DOWN/RIGHT, RIGHT and 
any punch button In one 
continuous motion 


Dhalsim's redeeming feature 
is his Vindaloo breath; easy 
to perform and highly 
potent. Try and keep the 
distance between you and 
the enemy - don't forget that 
you have one hell of a reach! 
When your opponent jumps, 
get ready to fry him as he 
lands (the timing takes a 
. little practice but is 
deadly when 
Wk perfected). 

If your opponent 
r manages to get in close, 
get ready to use your 
rubbery arms and legs to 
knock them out of the air or 
push them back in to their 
own corner. You have a 
mean double head butt at 
your disposal for maximum 
damage to your opponent. 


Yoga Flame 

Press LEFT, DOWN/LEFT, 
DOWN, DOWN/RIGHT, 
RIGHT and any punch 
button in one continuous 
motion 


Start your offensive with a 
power punch and then adopt 
similar tactics as Chun Li - 
jump and drop kick when your 
opponent walks within range. 
If the kick hits, move in and 
attack with a couple of head 
butts. Then jump out of range 
and repeat the procedure. 

Neck bites, although quite 
effective when in VS mode, are 
shrugged off far too quickly 
against the computer so try 
and avoid. 


Electricity 

Repeatedly press 
any punch button 


Rolling Attack 

Press LEFT and hold for 
two seconds then press 
RIGHT and any punch 
button 


Repeatedly press any punch 
button 


Guile's special moves and flying kicks are 
incredibly effective, thus making him a fine all¬ 
round character to use. Start with a mid-power 
flying kick and, upon landing, kick your opponent 
into unconsciousness and then throw using the 
power punch. If you have an opportunity, Guile's 
mid-air throw and mid-air back breaker are 
better than any of the ground based attacks 
(Dhalsim is most vulnerable to these). 

If you wish to keep distance between you and 
your opponent, the power foot sweep is a brilliant 
move to use, so keep moving closer each time they 
are knocked back and foot sweep when they try to 
get up off the ground. 


1 Sumo Head Butt 

' Press LEFT and hold for two 
seconds. Then press RIGHT 
and any punch button 


i 1 It is best to retreat as much as possible when 
I playing as Honda, blocking or jumping until your 
r- j opponent lowers his defences allowing you to 
/ throw him into your comer. When you achieve this 
I immediately engage the Hundred Hand Slap. Keep 
f performing this move until you get knocked back 
too far for the slap to be effective. Repeat tactics, 
r moving across the screen into the other corner 
where you can then throw your opponent again. 

Do not use Bear Hugs on the higher levels as 
the computer manages to wriggle out of them far too 
quickly, therefore limit this move to VS matches only 


Sonic Boom 

Press LEFT and hold for 
two seconds then press 
RIGHT and any punch 
button 


Press DOWN and hold for 
two seconds then press UP 
and press any kick button 



























Streetfighter II 



Cheat Mode 


This cheat allows you to play the same characters 
against each other in a two player mode, Chun Li 
against Chun Li and so on. We printed this in issue one 
but just in case some of you missed it here it is again. 
As soon as you switch the SNES on press DOWN, R, UP, 
L, Y, B, X, A, extremely quickly before the Capcom logo 
appears. You'll know if you've succeeded because the 
screen goes blue and you hear a pinging noise 


Due to popular 
request, Control now 

completing \ \ . 

Streetfighter Za 


































He is most vulnerable to Ken and 
Ryu's Hurricane Kick and Sweep j 

Kicks - throw him when he's 
seeing stars. fmmk 

Honda's Belly Flop yields the iifW " 
best results followed by the 
Hundred Hand Slap in the 
corner. With Chun Li use a ff jLv * 

standing Power Punch and then |X 
head stomp him to counteract UB| 
his punches. 

When using Guile and Blanka, 
simply keep jumping at his head and then 
jump back again. Repeat. 

With Dhalsim, let Bison approach you, 
now Head Butt and Sweep Kick for 
maximum effect - if you get the ^ ^ 
opportunity, do the Yoga Flame 
with all your might. \ 

Zangief is lethargic and v AlP 

sloth-like, so your best method 
of attack is to get in really close 
and Pile Drive. ^ 


Balreg 


Staying in the air is the key to ( 
success otherwise you get crushed 
by his Double Head Press and Knee ^ 

Press. Also, each character's special moves are 
the only real method of attack when 
confronted with Vega; his speed is just too 
incredible for any other form of attack. 

With Guile, keep your distance and use 
your Sonic Boom or Flash Kick, as even 
Vega's deadly lightning strike crumbles 
against this attack. 

Blanka's Rolling Attack stops Vega 
in his tracks and Chun Li's speed 
enables her to jump over Vega and *- 

then attack from behind with a Power / 
Punch or Kick. Chun Li is by far the best . 
fighter when placed against Vega; her If 

speed being her greatest asset. v 


For all characters (but don t use Dhalsim if 
possible - he's too soft). 

Keep your distance and when he jumps off the 
side of the screen get ready to jump Kick him as 
he lands. Don't waste time with Magic missiles, 
he's far too quick and you are left open to his 
kicks. To avoid his Barcelona Attack walk to the 
side of the screen, jump away when he cries and 
immediately engage a Power Kick to cause him 
damage instead. 


Sagat 


Treat this guy as Ryu or Ken, as his moves are 
almost identical. Vertically jump Kick Sagat down 
and then Sweep Kick him for extra attack potency. 
Try and keep to the air to avoid Sagat's fireballs. 
Timing is essential - his head is his weakest area. 
With Honda, Sumo Head Butt and then follow up 
with low sweeps. If you knock him over, get in close 
and jump Kick his head and then finish it off with a 
Bear Hug. 

















Krusty’s Fun House 



Moving down and right you 
will see a blower block on a 
high platform. Crab it and 
take it to this location 


Then moving over to 
the trap area. Help 
sideshow Mel arrange 
the other blocks into 
this little congregation 


Then move around to this pipe and 
block it off with the grey block 


Then utilise 
the grey 
blocks to 
make helpful 
steps to reach 
the higher 
summits 


After all the furry little 
creatures have been killed, 
move left until you see this 
rather nice cluster of bonuses. 
Use the grey block to help you 
get the higher ones 


level 


Up on the highest platform to 
the immediate left is a kick- 
block. Keep on kicking it to the 
far right until it arrives at its 
proper destination as shown 


Then further right is a massive room 
of bonuses. Collect them all then 
follow the maze around back to the 
start with the spring. Then block off 
the pipe with the spring as shown 




To the far right is a bonus 
block containing super 
power shots. Crack it open 
and move further on to this 
wall. Then smash it down to 
get at the goodies 


Move around this room to 
collect all the bonus blocks 
before moving down here 
and kicking this stack of 
blocks once 


The idea here is to make 
a half-way stone. Then 
you must take three 
blocks to other side of 
the pillar 


Sort out the blocks to this arrangement, 
making note of the blower to the left 


Then kick this set of blocks 
twice and move onto the 
crumbling blocks 


Cover up these 
gaps with two 
more grey blocks 


After fiddling around, 
you can make some 
rather attractive steps 
that look just like this 


If the Chinese can have 
occasions like the Year of 
the Dragon, Rat and Pig 
etc. then why can't we 
have a month of the 
rodents? I've decided that 
we're going to have one. 
So, not only is there the 
glorious tips and codes of 
Lemmings to feast your 
eyes on, here's the final 
and complete instalment 
of the guide to Krusty's 
Super Fun House. 






First things first, get the super 1 
power shots from here 


| Then slot in the last piece of the this 
technical puzzle. Then watch and enjoy as 
the meddlesome rats fly to their death 

jra i t 

Now it's just a case of 
kicking once and moving 
down to kick it to the left. 
You'll get the idea 



Then retrieving the 
blower from the top left, 
bring it back down here 
and place it just there 





























































Bouncing your way to the top- 
right, you should soon come 
across a hidden room that 
contains these two blocks 


Next, you must remove the 
obstructing block from here 


Then place the grey 
block here to form a 
helpful little step 


Then cover this 
blower to the far 
right 


Tactics first. You must group 
the rats together. To do that, 
place the blower fust here 


Then all that 
remains to be 
done is to 
construct this set 
of blocks 


Returning back to 
the entrance you 
should cunningly 
place the blower 
just there 


Then create a set of steps 
like this. Kick the barrel 
over to the left 


All the pieces that you're 
gonna need are located to 
the far right. Not forgetting 
the bonus block halfway 


Build the pipe like 
so. Then whack 
the blower on top 
on the side 


With the help of the 
blowers. Get the left- 
hand blower just there 


Now you know how 
exactly how to get at 
those bonus blocks 


Then for the extra simple 
part, place this blower right 
here. Then go and wait by 
the door for Krusty's 
irrepressible laughter 


A few swift toe-punts will be 
needed to re-arrange this little lot 


Then plonk the blocks 
down Into this order 


Then shift this block here. 
Allowing you to reach the top 
part of the screen 


Now before you 
start shoving 
blocks here, 
there and 
everywhere. 
Jump up to get 
at the bonus 
block to reveal 
another door 


Then return back down to the 
lower regions to make the final 
set of steps 


Now you may start moving 
the blocks down to here. Only 
to make a small convenient 
stairway of barrels 


omw 


| CONTROL 


J straightforward to 
follow. Just enter all 
the locations in 
numerical order. Then 
look at the various 
matching piccies and 
read the captions to 
find out what you 're 
supposed to be doing. 



, — J/' 1 

First thing to do on this 1 

1 stage is to cover the blowers 



















Krustu’s Fun House 



Run left and pick up the 
blower first. If you don t 
you've bloused It! 


Move down and right to reach this 
set of crumbling blocks. Fall down 
destroying two at a time 


Jump up here to get at the 
super power shots. Then 
drop back down to create 
a small set of steps that 
will lead to the trap 


Then travel up to the top- 
left and get the glass jars 


Once they've all 
been trapped in 
a glass tomb. 
Rack 'em up and 
let them ave it! 


Then Jump up here. Taking care not to 
disturb the crumbling blocks below 


Then smash a hole in 
the crumbling wall to 
let the rats out 


Level 


Then destroy this block to allow 
the rats fall Into the trap 


Then take them all the way 
down here to make a stairway 
to the pipe. Then take them 
back up to kick them open 
and into the trap 


Once you've trapped 
all of the rodents 
within the glass cells, 
make a small halfway 
stone to help you get 
at the trap above 


Start off by 

concentrating on these 
kick-blocks here. 
Remember once a 
block falls, Co down to 
shift it all the way to 
the right 


Make full use of the jars 
by stacking them to 
make a handy ladder to 
reach the bonus blocks 
that lie hidden above 


You should leave the block on 
the second platform to last 


If you've done everything 
correctly, you should end 
up with something 
looking like this 


\ | ow things are starting to move 
I along at a faster pace. The 
J J puzzles are getting more complex 
and demanding. But you've nothing to 
fear! No! You've got this extraordinary 
players' guide to bail you out. 


^ Bonus Boor 
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Then you must complete the 
secret bonus room to 
successfully finish this stage. 

A small hint - bear to the left 


Then take the blower 
and the grey block to 
here 


Find the super balls from the 
bottom left. Then take them 
to the top-right and shoot 
your way through the wall 


A short stairway 
me thinks! 


Then quickly cover the gap 
with another grey block 


Then cover that blower 
by using a grey block 


Once you've freed the 
rodents. Move over 
here and build a wall 


Shove the rats into some 
jars and take them to a safe 
place of execution 


Then go down here to get 
your well deserved bonuses 


Then finish off with 
this finale 


First of all construct a 
nice bridge here 


Invisible platforms are 
cunningly placed around 
the edges of the screen 


Help Corporal Punishment 
out by placing the block on 
the edge and making a hole 
next to the platform above 


This is all you have 
to do honest! 


They do exist! Use the jar to make a step 
for the trap. Then head top-left and kick 
open the jar on the platform 


You don t want to fall down 
there. So take care! 


A blower would go rather 
nicely just here 


Put the blocks there like that 


[kj / told you things are 
ssa getting harder! 


And the same with 
these blocks 
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Krusty s Fun House 
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Fairly easy this stage, fust trap 
all of the rats within the jars 
that have been provided. Then 
set the blower right here. And 
take the jars above the blower 
and kick them open 


level 
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\ t last! The final 
* \ part of this 
-J~ _A infernal Players ' 
Guide... Follow the 
instructions carefully and 
you shouldn t have any 
problem in completing 
the game. 
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First of all you 're 
gonna have to sort 
out all of those 
barrels. Do so by 
using the grey 
blocks as steps 


It is recommended that you 
group up the rats like so 
before commencing further 


Set up the blowers here 
in the underground 
passage. This small room 
may be identified by the 
two pipes that drip acid 


Then go and crack 
open the bonus 
block to the top-left 
of the screen. The 
invisible platforms 
can be found in the 
middle of the stage 


Then return back to 
the start and get 
the rats walking 


Set up the other grey blocks up to resemble 
this piccie. You'll have to remove then 
replace the obstructing block of course 


Make sure you head them off 
at the pass otherwise they'll 
all go for a long ramble 


If you're going to make an 
entrance in the final room 
where the trap is situated. 
Then make sure you've come 
prepared with a grey block 


Making a nice walkway will 
ensure the rats demise here 


Then place a grey block 
on the end of this pipe to 
ensure that they all head 
for the right direction 


Then slotting in 
the last block 
here makes a 
final completion 
for this stage 


Once you got them all in the 
trap room. Set up a blower 
here to help them make the 
final part of the Journey 


Going right through the passageways 
will reveal an abundance of goodies 
for the discerning eye. Especially down 
here where the crazy bird resides 


Kick the barrel down onto 
this pile of bricks here 


Firstly retrieve all of the pieces 
from inside the maze to the 
right. Then return here and 
erect the pipe. Then as all the 
rats walk to the left place the 
jar here to help them up 


Now for more quick and dextrous 
playing. Start swapping the jars 
as the rats climb the steps 


Before jumping down here, 
make sure you don't destroy 
the bonus block straight away. 
And you do have a spare block 
to help you escape as well 


Start off the final ramp 
that leads to the trap by 
placing the barrel here 


Then place the two 
jars on top of one 
another like so 


Then keep following them up and relocating 
the jars so they don't fall back down 


Then for the 
hardest part 
is positioning 
the two jars 
here for the 
final step 


Then setting up 
these blocks into this 
order would prove to 
be most beneficial 


Heading for the top of the screen 
will result in finding a cunningly 
concealed passageway that'll lead to 
all kinds o f treasures 


Then return and kick the remaining 
barrels down here to help you get 
the last two rats out of the jar and 
into the awaiting trap 


Then whilst the rodents are 
having a whale of a time being 
blown about. Start building 
the blocks into this order 


Making sure you've put 
the last and vital block 
here beforehand 
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Whoa! Hold on to your hats kids, Steve 
Shark the pretentious local Heavy Metal 
journo is here to help out with this 
month s most excellent page of hints 
and tips. Do we know how to find cool 
guests, or what? 


totally rad rocker called Richard Poselthwaite (wow, 
what a stupendous stage name!) from Kendal, 
Cumbria has sent in these manic codes for the flying 
stunner. Pilot Wings: 

Level 1 - 985206 
Level 2 - 394391 
Level 3 ■ 520771 
Level 4 - 108048 
Level 5 - 400718 
Level 6 - 773224 
Level 7 -165411 
Level 8 - 882943 
Thanks for those 
Richey boy! 

( John Hodden's Football 



( Pilot Wings 



e re rocking now people. This is heavier than Slayer 
and even more stormin’ than Thunder! Prepare the 
world for... the Killer Codes!!! Keep cool John 
Bennett from Hitchin, Herts. 


Buffalo BBBF7G7CNR. BBBF78JF1M 
Chicago BBBF8C8JJS. BBBF8H42YP 
Cleveland BBBDDGT4N8. BBBDDN4HBP 
Dallas BBBFDP7ML5. BBBFD75N6I 
Denver BBBM6RFLST. BBBM626M75 
Green Bay BBBKCLKTFT. BBBKC9YMGY 
Houston BBBLCT7WTZ. BBBLC20XW6 
Indianapolis BBBNBNJTUR. BBBN85LBCJ 
Miami BBBMGSS254. BBBMGW52C3 
New Orleans BBBNKYJOWY. BBBNK591Y5 
New York BBBFV21HMS. BBBFWWBKRT 
Pittsburgh BBBGY3ST04, BBBGY47J5L 
Seattle BBBKY96X15. BBBKZURZML 
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( FI ROC ) 


A ny rock band's dream is to sign that perfect record 

contract and rake in the cash, well we don't know the 
cheat for that but we do know how to make plenty of 
money in racing. Enter your name as SETAUSA and 
then when you enter the car set-up screen you should have 
S10.000 as opposed to the usual S500. Rock and Roll! 


( Turtles In Time 


C alling all bodacious game 
fiends, here’s how to obtain 
ten, yes, ten lives! Using 
controller two, on the title 
screen press UP, UP, DOWN, DOWN, 
LEFT, RIGHT, B, A then go to the 
options screen and, this time using 
controller one, increase your lives to 
ten! This code works for either one or 
two players. 

Better than Kylie Minogue and Rick 
Astley any day! 


(Augusta Poll) 

ere’s the new chart topping 
success from Augusta, just 
check out these cool album 
track titles and codes: 

L3FHPOZNGW 

NXD5F3JNXF 

OSTCT15 

Thanks to Mark Sciuto from Red Ruth in 
Cornwall for this fantastic information. 



TTEVET SPECIAL TIP 

Remember kids, playing music too loud 
can damage your hearing and we don’t 
want a whole generation of hearing 
impaired children. 

Also, don’t play your Heavy Metal 
records backwards in the hope of 
finding a satanic message, they don’t 
exist believe me, I’ve wrecked hundreds 
of singles! 

So, stay cool, keep rocking and let 
music spread the message of peace! 


( lemmings ) 


H ow are these little guys great 
or what? With their shaggy 
green hair, their manic stage 
performance and amazing 
music this incredibly talented band is 
going to go all the way to the Billboard 
number one. Check out their musical 
magnificence in a sound test by holding 
UP and RIGHT and then pressing 
START while on the title screen. 

From the number one Lemming fan 
Justin McDermott, County Tyrone, 
Northern Ireland. 























( Addqms Family) 


hey’re a lean, mean, music 
machine, they’re none other 
than The Addams Family. What 
a band, what an act - is this 
perfection found? Heavy rocker Carl 
Jardine of Wallasey, Merseyside seems 
to think so... 

Enter these codes to get plenty of 
bonuses: 


CODE 

HEARTS 

FAMILY FOUND 

LIVES 

1ZR1X 

2 

1 

6 

KZYK5 

2 

2 

16 

82RK3 

3 

2 

17 

8DR9G 

3 

3 

26 

XD#9Z 

4 

3 

21 

XLYK5 

4 

ALL 

17 

BLKYS 

5 

ALL 

40 

BLRZZ 

5 

ALL 

46 




My radio show's on air any 
minute now, so I'll have to hop 
on my enormous, masculine 
motorbike and burn some 
rubber down to the studio. So 
get cracking, your name and 
hard work could go to print. 
Let's make these the most 
rocking tips pages in the land! 


Now this is what you call a mega 
bumper list of Action Replay codes! A 
huge. Death Metal thank you to everyone who sent 
these in... _ 


Dotel Pro Action Replay 



Addams Family 

(Sent in by P. 0. Lim, Redhill) 

7E00 C302 - Invincible five hearts 

legend Of Zelda 

(Sent in by P. 0. Lim, Redhill) 

7EF3 6D50 - Invincible ten hearts 
7EF3 6E80 - Unlimited magic energy 
7EF3 7746 - Unlimited 70 arrows 
7EF3 4332 - Unlimited 50 bombs 



Super Ghouls *n* Ghosts 

(Sent in by P. O. Lim, Redhill) 

7E04 4A01 - This will equip you with a suit 
of Invincible armour 

UN Squadron 

(Sent in by P. O. Lim, Redhill) 

7E00 F403 - Infinite lives 
7E10 0808- Unlimited fuel 
7E00 DD03 - Unlimited weapons 

legend Of Mystical Ninja 

(Sent in by P. O. Lim, Redhill) 

7E1A B208 - Invincibility 
7E1A B002 - Unlimited Lives 
7E00 9699 - Unlimited time 
7E1A B433 - Unlimited magic 

(Some more mystical cheats were kindly 
sent in by James Cowley, Stonehouse, 
Gloucestershire) 

7EF3 6145 - Infinite maximum money 
7EF3 7222 and 7EF3 7044 - Infinite energy 
Enter both these codes together 

Contra III 


Super Battletank 

(Sent in by P. O. Lim, Redhill) 

7E00 6700 - Invincibility 
7E04 9E32 - Unlimited bombs 
7E05 C4FF - Unlimited fuel 
7E04 A25A - Unlimited bullets 

Castlevania IV 

(Sent in by P. O. Lim, Redhill) 

7E13 F410 - Invincibility 
7E13 F050 - Unlimited time 

Hook 

7EF7 Cl04 - Infinite energy. When a stage 
has been won, turn the cheat mode off by 
flicking the Action Replay switch or the game 
will continue to award you with points. Turn 
the cheat back on at the beginning of each 
new stage 

Turtles In Time 

(Sent in by Jay Shah, Stratford, London) 
7E04 4A50 - Infinite energy for player one 
7E04 BA60 - Infinite energy for player two 



Super Soccer 

(Sent in by BJC, Dunfermline, Fife) 

7E10 F803 - No opposition goalkeeper for 
first half only 

Hole In One Golf 

(Sent in by BJC, Dunfermline, Fife) 

7E10 A102 - You get a hole in one every 
time, no matter how many shots are taken 


(Sent in by Jay Shah, Stratford, London) 


TYPE OF 

PLAYER 1 

PLAYER 1 

PLAYER 2 

PLAYER 2 

WEAPON 

WEAPON 1 

WEAPON 2 

WEAPON 1 

WEAPON 2 

RIFLE 

7E1F8400 

7E1F8600 

7E1FC400 

7E1FC600 

SPREAD 

7E1F8401 

7E1F8601 

7E1FC401 

7E1FC601 

CRUSH 

7E1F8402 

7E1F8602 

7E1FC402 

7E1FC602 

HOMING 

7E1F8403 

7E1F8603 

7E1FC403 

7E1FC603 

FIRE 

7E1F8404 

7E1F8604 

7E1FC404 

7E1FC604 

LAZER 

7E1F8405 

7E1F8605 

7E1FC405 

7E1FC605 



























AXELAY(JAP) 


HOTLINE 0202 392755 


SUPER NINTENDO 

tt-IAPl ,£39.99 CAVEMAN NINJA.£44.99 


STREETFIGHTER II. 

..£59.99 

ULTRAMAN. 

.£44.99 

TURTLES IV. 

..£44.99 

THUNDER SPIRITS. 

.£44.99 

MAGIC SWORD. 

..£44.99 

MYSTICAL NINJA. 

.£44.99 

SUPER GHOULS N GHOSTS 

..£44.99 

SMASH TV. 

.£44.99 

WWF. 

..£44.99 

SOCCER CHAMP. 

.£44.99 

CONTRA III.... 

..£44.99 

WHEEL OF FORTUNE. 

.£44.99 

TOP GEAR. 

..£44.99 

POPULOUS. 

.£39.99 

FINAL FIGHT. 

..£44.99 

PGA TOUR GOLF. 

.£44.99 

DINO CITY 

..£44.99 

SPANKY'S QUEST. 

.£44.99 

GRADIUS III. 

..£39.99 

RIVAL TURF. 

.£44.99 

ADVENTURE ISLAND. 

..£44.99 

RACE DRIVIN. 

.£44.99 

BARTS NIGHTMARE. 

..£44.99 

HOME ALONE. 

.£29.99 

BOWLING. 

..£44.99 

PIT FIGHTER. 

.£29.99 

RAMPART. 

..£44.99 

HOLE IN ONE GOLF. 

.£44.99 

SPACE FOOTBALL 

..£44.99 

STRIKE GUNNER. 

.£44.99 

KO BOXING. 

..£44.99 

EXTRA INNINGS. 

.£44.99 

ROBOCOP III. 

..£44.99 

ALESTE. 

.£30.99 

UN SQUADRON. 

..£44.99 

LEMMINGS. 

.£44.99 

| SUPER NINTENDO 

GAME 

CONVERTOR ONLY 

£14.99 | 


: VISIT THE LEADING TOY 
AND VIDEO GAME 
SUPERSTORE ON THE 
. 1 SOUTH COAST 
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IMAGE 


UNIT 87, MARKET HALL, MARKET ST 
PRESTON PR1 2JA 

SHOP OPEN 9.00am TO 5.00pm. MON TO SAT 
TEL OR FAX 0772 883598 


SUPER NES TITLES. NEW & USED PRICES (please call) 



NEW 

USED 


NEW 

USED 

AXELAY 

44.99 

29.99 

RAMPARTS 

42.99 

29.99 

COMBAT TRIBES 

CALL 

ROBOCOP 3 

44.99 

29.99 

CONTRA 3 

42.99 

29.99 

SIM CITY 

39.99 

29.99 

DRAGONS LAIR 

CALL 

SIMPSONS 

42.99 

29.99 

FACEBALL 2000 

42.99 

29.99 

SOUL BLAZER 

44.99 

29.99 

IREM SKINS 

42.99 

29.99 

STREETFIGHTER II 

54.99 

37.99 

MARIO KART 

42.99 

29.99 

SUPER STAR WARS 

CALL 

MARIO PAINT 

49.99 

29.99 

SUPER DOUBLE DRAGON CALL 

OUT OF THIS WORLD 

CALL 

WINGS 

CALL 


!! !MANY MORE TITLES IN STOCK, GIVE US A CALL TODAY!!! 1 


SUPER NES/FAMICOM RELEASES FOR NOV& DEC 

ALIEN ** BATMAN RETURN OF THE JOKER ** DESERT STRIKE 
FATAL FURY ** LOONY TOONS ** MICKEY MOUSE (MYSTICAL QUEST) 
SPIDERMAN & THE XMEN ** SUPER MEGAMAN ** TEST DRIVE II 
TINY TOON ADVENTURES ** UNIVERSAL SOLDIERS 

PLEASE NOTE THAT ALL CARTS ARE U.S. UNLESS OTHERWISE STATED 


CARTRIDGE EXCHANGE 

SERVICE 

FOR THE LATEST LIST OF EXCHANGE PRICES 
PLEASE SEND A S.A.E. TO THE ADDRESS 
AT THE TOP OF THE ADVERT 
AVERAGE EXCHANGE PRICES 

SEGA MEGADRIVE 5.99 
SEGA MASTER SYSTEM 4.99 
SUPER NINTENDO/FAMICOM 7.99 


PAYMENT 

PLEASE MAKE ALL CHEQUES 
AND P/Os PAYABLE TO: 
IMAGE CONSOLES 

POST & PACKING 
PLEASE ADD £1.00 PER ITEM 

PLEASE RING TO CONFIRM 
YOUR ORDER BEFORE YOU 
SEND US ANY MONEY 


ORDER HOTLINE 0772 883598 


WANTED!! YOUR OLD CARTS FOR CASH 


CONSOLE CONNECTIONS — 

UNIT 2, OLD BAKE HOUSE LANE, CHAPEL 
STREET, PENZANCE, CORNWALL TR18 4AE 

TEL/FAX 0736 331131 


BUSINES HOURS: 
MON-SAT 10AM-6PM 


ISHOP^IAI^RDERADDRES^ 


LATEST SNES GAME TITLES 


Double Dragon.£45 

FI Exhaust Heat.£43 

Robocop 3.£42 

Ramparts (USA).£41 

Turtles (USA).£43 

Super Valis.£41 

Simpsons.£41 

PRINCE OF PERSIA £39 WWF (USA) £37 


Axelay.£43 

Golden Fight.£43 

Mario Cart.£43 

Race Drivin.£42 

Streetfighter 2 (USA).£55 

Zelda 3 (USA).£40 

Hook.£40 


Top Racer . £34 

Smash TV . £34 

Castlevania . £33 

Super Pang . £35 

UN Squadron . £33 

Actraiser . £29 

+MANY, MANY MORE 


PAL BOOSTERS 
£ 29.95 

CAPCOM JOYSTICK 
£ 69.95 


PART EXCHANGE OR SELL YOUR USED GAMES 


SNES USA 

SNES USA 

NEO’GEO 

SEGA MD 

(SCART) 

(PAL) 

(SCART) £229.95 

+SONIC 

£99.95 

£114.95 

PALE239.95 

£94.95 


GAME EXCHANGE SERVICE 

SWAP YOUR UNWANTED GAME FOR ANY USED OR NEW GAME IN STOCK 
TRY US - YOU - WILL NOT BELIEVE HOW REASONABLE 4 INCREDIBLY FAST WE AREI 

RANDOM EXCHANGE 

SEND ANY GAME (EXC MARIO) AND WE'LL RETURN ANOTHER GAME OFTHE SAME VALUE CURRENT 
CHARGE E3.S6 INC PAP INCLUDE A LIST OF GAMES OWNED MARK ALL PARCELS AS RANDOM 


PLAY ALL THE LATEST GAMES 
FOR THE INITIAL COST OF ONE! 

To find out how send a large S.A.E to the Console 
Connections Game Club at the above address. 


DELIVERY £10 CONSOLES £1 GAMES SAME DAY DESPATCH ON RECEIPT OF ORDER 


m 




n* CONSOLE POWER 

SPENCERFIELD SERVICE STATIO, MAIN STREET, H1LLEND, FIFE KY11 SLA 

* _ _ tel / FAX 0592 874626 / 0592 873161 


VISA 


12 MONTH GUARANTEE ON NEW CONSOLES 


T 


PAL.£89 

SCART.£93 

WITH GAME.£105 


SUPER FAMICOM 

U.S.SNES+JOYPAD.£99 

U.S.SNES+2 PADS+MARIO£139 
JAP S/FAMICOM+2 PADS ..£159 


MEGA DRIVE.£65 

PC ENGINE WHITE.£70 

NEOGEO.£199 


JAP S/FAMICOM + CHOOSE 
4 GAMES (MARKED *) £269 


G.T...£180 

DUE.£349 

CONETI SCART.£110 

SUPER C.D ROM.£280 

CALL FOR GAMES FROM....£15 


AXELAY.£45 

MARIO KART.£49 

STREET FIGHTER II JAP.£65 

CONTRA III U.S *.£42 

CONTRA SPIRITS JAP*.£44 

CASTLEVANIA*.£35 

SUPER GHOULS&GHOSTS*£40 

WWF SUPER STARS*.£38 

MYSTICAL NINJA*.£38 


KRUSTYS SIMPSONS*. 

...£42 

RANMA1/2. 

...£46 

PARODIUS. 

...£45 

TURTLES. 

...£45 

SMASH TV*. 

...£39 

NiOGEO 


NEO GEO WITH GAME. 

.£295 

FATAL FURY. 

.£115 

GHOST PILOTS. 

...£80 

BURNING FIGHT. 

...£80 

NINJA COMMANDO. 

...£95 

ADD £1 P&P ALL GAMES 

(EXCEPT NEO GEO) 


NEXT DAY DELIVERY 


^ PIECES 


BITS & PIECES 

33 CHURCH STREET, MACCLESFIELD 

CALL 0625 501810/501747 


WE PART EXCHANGE 
AND BUY FOR CASH 
SUPER NINTENDO & GAMES 



GAME GEAR WITH 
SONIC £89.99 


SUPER NES 


SUPER NINTENDO WITH MARIO AND 
STREET FIGHTER II, TWO CONTROL 
PADS AND CONVERTOR £206.99 

LOADS OF SNES GAMES 
AVAILABLE INCLUDING: 

AXELAY SOUL BLAZER 

STREET FIGHTER II BARTS NIGHTMARE 
SUPER DOUBLE DINO CITY 

DRAGON 


MAIL ORDER - PRICES DO NOT INCLUDE POST & PACKING. IN THE EVENT OF AN ITEM BEING 
OUT OF STOCK WE RETURN YOUR MONEY UNLESS YOU REQUEST OTHERWISE. 


TO ADVERTISE IN THIS 
SPACE CALL OUR 
ADVERTISING GEEZER 
PHILIP DAVENPORT 
ON 0625 511590 
OR FAX 0625 511593 


































































































































































































I want it regularly, can you help? 


I By using either of the two forms below you can guarantee your monthly copy of what is already 
(probably) regarded as the best thing to happen to games mags in years. On the one hand you can 
subscribe and have it posted through your door every month, or on the other you can reserve a copy 
with your newsagent. The choice is yours! 


_ 


The benefits of subscribing: 


• CI8 o year's sub gives a saving of £6 
7 • A six month sub costs £10 fa saving of £2) 

•Subscribers receive a free newsletter each month 
•Free delivery to your door every month 


Sorry we can't send subscriptions to Europe at the mo but any of you intelligent SNES gamers in Canada or the US of A 
who want a subscription can contact the following address for prices and details: British Magazine Distributors, Unit 14, 
225 Bysham Park Drive, Woodstock, Ontario, N4T 1P21, Canada Tel: (519) 539 0200 Fax: (519) 539 9725 


Dear Newsagent, 

Please reserve for me a copy of that first class 
publication, Control, which incidentally is published 
by Maverick Magazines and distributed fully SOR 
by UMD (071 700 4600). 

My name is. 

Address.. 

Post Code.. 

(Complete this form and hand it to your news agent to avoid 
missing out on an issue of Control) 


SUBSCRIPTION TO: 

t 


ONTiRGL' 


Name. 

Address 


Post Code. 

Method of Payment: 

□ Postal Order □ Cheque 

Payable to Maverick Magazines Ltd 

Length of subscription: 

□ Six months (£10) □ Twelve months (£18) 

Starting with issue: 

Send to: Subscriptions, Control, Maverick Magazines, 

Waters Green House, Waters Green, Macclesfield, 

Cheshire, SK11 6LF 















































































hether you are a SNES junkie, a video 
game fiend or a music fanatic this 
competition is certainly going to appeal to 
you. Control and Virgin are giving you the 
chance to spend £50 on whatever you want in 
any Virgin store as well as vedging out in front of the telly 
watching Simpsons videos all day! All you have to do is 
enter our simple Virgin compo. 

Win! 

First Prize - The first lucky entry picked out of the Control 
post bag will receive four classic and totally outrageous 
Simpsons videos, a Virgin Games Centre T-Shirt and £50 
worth of Virgin vouchers to spend in any Virgin outlet. 
Woah, mama! 

Five Runners-Up - The next five entries to get picked 
out of the bag will each receive their very own Virgin 
Games Centre T-Shirt. 


Here's how to enter~. 

All we want you to do is write in and tell us the names of 
the Simpsons family - all five of them. We know there are 
thousands of Simpsons fans out there so this shouldn’t 
be too hard. 

Closing dote: 30th November 

The first six entries out of the bag on the 1st December 
win the prizes and the Editor’s decision is most definitely 
and irrevocably final! 

Answers on a postcard or on the back of an envelope to: 


Vestal Virgins 
Control 

Waters Creen House 
Waters Creen 
Macclesfield 
Cheshire 
SKI 1 6LF 


_ ^ 












































SOMEWHERE ON THE EDGE OF THE KNOWN TOIIET SEAT. 


who may consider ordering hardware or software by 
mail order. Also, to ask you to carefully consider 
printing any more adverts for the company in question. 

Well over two months ago I ordered a game for my 
Super Nintendo from a company called Miracle 
Software in Penarth. Within one week of sending my 
letter and cheque the cheque was cashed. I waited for 
about a month without reply so I wrote several letters 
enquiring what had happened to my order, and still I 
have not even had a courtesy reply. 

I appreciate that some games may be hard to come 
by but at least a letter to tell me that I have not been 
forgotten about would have kept me happy. 
Unfortunately, I now feel that I have been the victim of a 
confidence trick and I am disgusted that this company 
treat customers in such an unethical fashion. 

I would like to pass on some lessons that I have 
learnt from this unpleasant Incident. 

1 - Always phone the company you intend to order 
from to check the availability of the item required 
(Miracle Software do not have a phone number to my 
knowledge). 

2 - Try and order by credit card as credit 
companies will sometimes follow up any complaints 
you may have (definitely for transactions of over £100). 

3 - Use companies that advertise frequently, do not 
be enticed by special offers from companies that you 
do not completely trust. Miracle were offering cheap 
software, plus a £5 voucher for further orders. 

I appreciate your time in this matter and I only hope 
that other readers of your magazine can learn from my 
mistakes. 

PS: I have just learnt that the Trading Standards 
Department know of this company’s activities and 
intend legal action to prevent further trading. I have lost 
my money. 

Lee Morse, Rochford, Essex 


Okay, so Controls a 
fantastic publication. 
We're all aware of that 
here, so cut the 
sycophantic crap and 
write something a bit 
moreJnterestina - it's 
ggf0mg harder rd sort on 
0ne wheat from the chafi 
rhesfyd ays. d o you know 
what I mean? 


Fair Trading would have something to say about these 
absurdly high prices, they should be made aware of 
this In comparison with prices In the States. If 
something isn’t done soon then Nintendo will probably 
push up prices even more. What’s next, £60 a game? I 
really wouldn t put it past them. So come on Office of 
Fair Trading, do something! Stop these horrendous 
prices and make Nintendo charge respectable amounts 
for UK software, prices that people can afford. 

The bottom line Is all too clear, Nintendo is 
indulging in unchecked greed. Needless to say, it has 
to stop. 

D. Blackman, Ramsgate, Kent 


We are sorry to hear about your misfortune 
and we wish you every success in getting your money 
back. We try and check out every company that 
advertises within Control so this situation does not 
arise, but we feel that you have made some justified 
points. Please, if you are going to order items from 
companies advertised in magailnes follow Lee's advise 
carefully, we do not want this happening again. Thanks 
Lee and good luck. 


Well said! Software prices are far too high and 
if enough people complain then the Office of Fair 
Trading will have no excuse but to do something. We 
will pass all your letters on to the OFT In the hope that 
this monopolisation of prices ceases. 


RiiiTisncio Mngsi trm 

Dear Control, 

Can you please help me because I am getting 
really pissed off with Bandal UK. Three months ago, 
my joypads for my UK SNES ceased to exist (yes I 
know it’s all my fault but please hear me out) and every 
day I have tried to get another compatible with my 
machine but to no avail. 

I phoned Bandai UK and they told me that the UK 
joypads will not be released until around November! 
Can you tell me what’s the point In that? I think I am 
writing on behalf of many unhappy SNES owners in 
Britain and this is where you could help. Do you know 
of a distributor selling UK compatible joypads, e g. 
Quickshot, and if so could you publish this letter in 
your brill mag (grovel, grovel)? 

I am really in desperate need of help and I think 
many others are too. Cheers. 

Malcolm Carver, Aberdeen, Scotland 


Dear Control, 

I am writing to you on the subject of the Comet 
advert that was placed in a couple (to my knowledge 
anyway) of console magazines in their latest issues, 
advertising Comet’s very own Gamesmaster Zone 
inside every Comet store around the country. This 
advert Is clearly aimed at children from the 10 to 16 
year old bracket of computer and console users, telling 
us that we must Negotiate tumble dryers’ and ‘Side 
step grannies' to get to this so-called Hardware 
Heaven’. 

This totally excellent place would let us play before 
we pay, so it would help us to make sure we were 
Investing in a game we love. This I thought, was a very 
good idea. A popular electrical chain store that actually 
lets you get near to the console to let you try something 
out! And a 10% discount card on all software as well, if 
you either bought a game or won one on the various 
competition cards included in the tabloid-style Mean 
Machines. 

Finally, before I invested into a game for my Amiga 
or Gameboy, and before I bought a game for my soon- 
to-be-purchased Super Nintendo, I could walk away 
with a game without feeling ripped off, but it was not to 


Dear Control 

I feel I have to express my outrage at the 
horrendous prices of official SNES software. What on 
earth has got Into Nintendo UK? The cost of a standard 
SNES cartridges is way over the top and both Nintendo 
and Bandai should be ashamed of themselves for 
charging such extortionate prices. 

£40 is the cheapest they get, these prices are 
absolutely MASSIVE! I can’t believe Nintendo are 
asking these kind of prices for mere games, have they 
gone mad? How much is a game worth for crying out 
loud, it’s just an enjoyable piece of home entertainment 
that usually only lasts for a short while before losing its 
appeal. 

Anyone with an inkling of common sense can see 
that it’s a con. Of course, Nintendo will obviously try to 
justify these huge prices by feeding the games playing 
public a load of crap about the great expense of 
cartridge development and manufacture. But, if this 
were true how come SNES games in the USA cost 
around half the price of UK cartridges. 

Nintendo have no right to expect SNES owners (the 
majority of whom are kids) to fork out this amount of 
money every time they wish to purchase a new game. 
How rich does Nintendo think SNES players are? C50 is 
a hell of a lot of money to pay for a console game no 
matter how accomplished the game may be. 

Nintendo don’t seem to realise that through their 
high software prices, they are making their new 16-bit 
machine completely inaccessible to potential buyers. 
After all, what’s the point of owning a brilliant new 
SNES when you can’t afford the games. This situation 
is such a great shame as, in my opinion, it completely 
destroys the SNES’s accessibility as a games machine. 
These prices will only serve as a deterrent to new 
buyers. Can’t you realise that, Nintendo UK? 

What amazes me most about this is that Nintendo 
UK can get away with it so easily. Surely the Office of 


By the time you read this hopefully the UK 
joypads will be officially on sale, but if not then here 
are a few places to get In contact with. Remember to 
ask if the joysticks they have are definitely compatible 
with a UK machine to avoid any misunderstandings. 

Contact Game Ltd at their headquarters, they have 
a new Angler joy pad. 0$1-974-1555. If they can't help 
you they should at least be able to give you a number 
for your nearest store. 

Megacom in Nottingham on 0502-475151 are well 
worth a call. Megacom supply us with most of our 
software and hardware and we have had a large 
number of joysticks and pads sent to us - most of 
them are compatible. Also try Console Concepts on 
0782-712759 or KC’s Computers on 0509-211799. 


Although I can admit that I didn’t exactly expect the 
moody dry-ice set up as shown in the advert, I and my 
three other friends, did expect something more than a 
tarted up wall which used to be called The Computer 
Section. I can now reveal for ail Control readers that the 
Gamesmaster Zone is certainly not justified, well not in 
the St. Helens branch anyway. 

We started to look for the Super NES section, 
where was the Super NES? Oh yes. there it was 
stashed away under the shelf for no-one else to see, is 
this really the way to treat the worlds greatest games 
machlno? 

(To cut a long story short - Control) Here are some 


Dear Sir/ Madam 

I am writing to ask If you would please publish this 
letter as a warning to other readers of your magazine 



points i have compiled about the subject of my letter. 

1 - Where in the Gamesmaster Zone advert does it 
say kids are not allowed into the Comet store without 
an adult. The advert actually encourages you to go with 
a load of mates. (BUI Tyler and his friends were actually 
thrown out of the shop. The shop assistant wouldn't 
show them any SNES games because they weren't with 
their parents - Control). 

2 - Even if you have to go in with your parents, how 
many people do you know whose parents will take them 
into town every time they wanted to buy a video game. 
Mine certainly wouldn't and I wouldn’t expect them to. 

3 - As a responsible 15 year old I don’t expect to be 
treated like a spoilt kid who gets everything bought for 
them. I didn't even get my parents to pay for my two 
games machines, I earned the money myself, so I would 
like to be treated with a little respect by all 
shopkeepers. 

4 - Penultimateiy, you would think that a person 
who works in an electrical store could set the things 
that they want to sell up, but obviously not. The woman 
who couldn't set up the SNES wasn't much use to 
anyone in the end, so much for customer relations 
Comet. 

5 - Finally, I am a great believer in the try before 
you buy idea but it will only work if the shopkeepers 
stop thinking that everyone who owns a computer or 
console either gets their parents to pay, or that the kids 
will get the controllers all sticky. The great computer 
store scandal has been going on for too long and I am 
sure that many people including me, would like to see 
the end of it. 

Bill Tyler, St. Helens, Merseyside 

Have any more of you got any gripes about the 
Gamesmaster Zones within the Comet stores, air your 
views here! If you have had bad treatment from sales 
staff either complain yourself to the manager and air 
your views to them or, if you feel that you will not be 
taken seriously , get your parents to act on your behalf. 
The customer should always come first. 


Dear Control, 

I am writing in response to Neil Fuller s letter (issue 
2). Who the hell does he think he is? Firstly, 86% for 
Streetfighter II is spot on. It's a brilliant game, let’s not 
forget that whatever percentage anyone gives it, it 
doesn’t change the game one iota, it’s still brill. 

In three years time I’ll eat my sprouts if there isn t 
at least ten games better than SFII, so what are other 
mags going to give them, 110%? I don’t think so! 
Control knows SF II is bloody good but there is better 
to come In the next few years. I love SF H but I’m 
waiting with baited breath for the next ass kicker to 
come out! 

The same goes for Super Mario World, your mag 
shows amazing maturity for it’s age - I’m proud to say 
that I read it. I’m glad Neil Fuller doesn’t anymore, he 
lowers the tone. If Mr. Fuller doesn’t want to read 
objective literature he should go for the Beano, 

Womans Weekly may offend him. 

Congratulations for having the balls to print 
criticism. At last we have a magazine that is looking 
after the people before looking after Itself. Will you 
marry me, I think I'm In love... 

Colin Turner, Ilfracombe, Devon 

Thanks for your proposal but we ll sadly have 
to turn you down, the Control team are married to the 
magazine! As for your points, what can be achieved in 
ignoring criticism , it ’s this criticism that adds to the 
magazines improvement. People tike Neil Fuller can 
only be laughed at, that sort of criticism is simply 
childish. 


cYit?my fri par? £ 

Dear Control, 

Congratulations on your A1 mag! I recently bought 
a Super Nintendo and like a mug I went out and got 
every computer magazine (with the exception of one, 
your first issue sadly I missed it). I was very 
disappointed with what I saw. 

My reason for writing is In response to a letter a 
certain Neil Fuller wrote who is a sad lad. My guess is 
he has got a copy of the Wayne’s World phrase book in 


one hand and a copy of CVG In the other. Okay so 
Street Fighter II is a good game but how can anyone 
say it's the best game ever when there is probably 
something to beat It around the corner. All the other 
mags go mad and give It 90+ ratings, what are they 
going to do when a better game comes out, give ft 
110 %? 

Most mags think fancy artwork make a good mag, 
this is not true it also takes good detailed write-ups and 
good advice on what to spend the few quid you have 
on. Your points scoring is the best I’ve seen because 
you don’t go over the top. Your mag doesn’t need 
readers like Neil fuller anyway. 

If he or anyone else wants to waste their money on 
lesser magazines that’s their problem, but from now on 
I’m in CONTROL with your mag. 

PS: On Page 48 (issue two) you said that there was 
a mini review on Top Gear. I scanned the pages and 
could not find it anywhere. 

Richie, Stoke On Trent 


Control: We can 't believe how much response the Neil 
Fuller letter Is getting; you lot are really peeved aren't 
you? Also, it’s great to get all this good feedback about 
our scoring system. We knew we were doing the right 
and most honest thing but there were a hell of a lot of 
people outside our company who thought that it was a 
terrible idea. They believed that the readers would not 
be able to relate to the lower scores and only results In 
the 80’$ and 90's were what people could understand. 
They weren t giving you lot much credit were they? 

One - nil to us. As for your PS. we were being *a bit 
bleeding previous' - it appeared in Issue 3! 


Dear Sir or Madam, 

My son recently bought your magazine thinking 
that it was the second issue of Super Action’, he had 
bought their first issue and thoroughly enjoyed it. 

When I pointed out his mistake we started to compare 
your respective magazines. 

Needless to say in our view your magazine came 
out on top by far, we particularly like your unbiased 
views on the games. We compared your opinions on 
some games and found out that if we had followed the 
opinions of ‘Super Action' we might have been 
disappointed in buying certain games. 

We also noticed that after just one issue you are 
taking notice of letters offering advice and opinions, 
which is great. Unfortunately our newsagent has sold 
out of your first issue and is unable to obtain It. Is it 
possible to obtain the first issue through you? 

Please find herewith enclosed the subscription and 
cheque for your magazine, so my son doesn't miss any 
morel 

Keep up the good work. 

Mr. P. Wells, Kendal, Cumbria 

Thank-you very much . We try to be aa 
objective as possible; we were all games buyers once 
and we know how disappointing it is to read a fantastic 
review and then find out that the game is really quite 
dire. It Is possible to obtain the first Issue from us (we 
have a few copies left) all you have to do Is send us a 
cheque for £2.50 to cover the cost of the Issue and 
p&p. Thanks for subscribing to Control and that goes 
out to everyone who has! 



Dear Control, 

I am writing this letter with a sense of urgency, I 
think you will understand my feelings as you read this. 

I was in my local Menzies last Saturday when I 
noticed a new Nintendo magazine, ‘Nintendo Magazine 
System’ (The UK’s Number One Nintendo Magazine’. If 
this is the first issue how can it be? Anyway I digress). I 
am always willing to give a new magazine a whirl (as I 
did with Control) and being an avid SNES freak, read it 
from cover to cover. The first thing I noticed was the 
fact that it was an ’official’ magazine, then in the Or A 
section I noticed a question about adapters. I was 
horrified to read the following (Page 35, column 3, top 
right): 

‘Yes (there are adapters) but because you use two 
cartridges at once it puts a great strain on the 


machine’s fuse and it can blow very quickly. If this 
happens, you have to get the machine fixed yourself, 
which can be expensive. Apparently, because of the 
way the machine blows, Nintendo’s engineers can tell if 
a converter has been used and this invalidates your 
warranty end the machine will be sent back unfixed. 
You have been warned.’ 

I bought an adapter about a month ago and find the 
glib coverage given in the above paragraph insulting. 
Am l endangering my machine by using an adapter or 
is this simply scare mongering by Nintendo? As there 
has been no mention in any other Super Nintendo mag 
of this problem can we assume this is a case of an 
official magazine ‘towing the company line’. Have you 
any experience of this happening? 

Pleas© show your Independence from Nintendo 
and the people who sell the adapters and give us the 
facts. 

Finally, let me say to anyone from Nintendo who 
reads this letter that I would not have even considered 
buying an adapter had it not been for the total lack of 
carts available in this country. I received my pre¬ 
ordered SNES the day after It was launched and the 
only game that I felt was worth buying until recently 
was Super Tennis, That’s almost five months without 
proper software support, even now you could hardly 
call the range of titles available expansive. 

Please help as I am getting withdrawal symptoms 
from Street Fighter II and I have had to resort to playing 
the arcade version which Is too easy. 

Stephen Smith, Stirling, Scotland. 

PS: Is a Scottish Super Nintendo a SNESsie? 

We believe that this amazing new 
announcement In NMS is scare mongering. Think about 
it, EMAP have got the thence to produce the official 
Nintendo magazine heavily watched over by Nintendo, 
therefore they can hardly print what they want to print. 
Due to the amount of money Nintendo have poured into 
NMS the staff are going to have to print what Nintendo 
want people to read 

By saying that adapters blow up your machine they 
are hoping that people will stop buying grey imports 
and in turn wait for the official releases which, as you 
quite rightly said, are few and far between. 

Grey imports are losing Nintendo a fortune so it’s 
pretty obvious that Nintendo are unhappy with the 
situation and what better way to slow down the import 
market? We have had no problems with adapters in this 
office (touch wood) and we use them constantly - we’re 
certainly not going to stop now. 

However, whether you continue using adapters is 
entirely your decision, but this is how we interpret the 
announcement 
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Send your letters to: 

Control Post 
Maverick Magazines 
Waters Green House 
Waters Green 
Macclesfield 
Cheshire 
SK11 6LF 




This month Allie takes on 
the Remote Control quest 
and unleashes her charm 
on the customers and 
staff of the Milton Keynes 
Virgin Came Centre. 
Although midweek, there 
were loads of kids 
present. Shouldn't they 
have been at school? 

remole 


Virgin Gamestore 
15 Crown Walk 
Milton Keynes Mall 


lames Morgan 



AW: Have you got a console? 

JM: I’ve got three! 

AW: Three, wow! What are they? 

JM: A Game Gear, a SNES and a NES. 

AW: Brilliant, so what do you think of your 
SNES? 

JM: It’s alright, yeah! 


Star Performer 


Robert Tomlin 



Allie West: How has the SNES software been 
selling so far? 

Robert Tomlin: Very good, but we could do 
with some more releases now - we’ve only 
got a dozen at the moment. 

AW: Have you had an influx in SNES sales 
now that we’re in the run-up to Christmas? 
RT: Yeah, it’s getting there. Everybody wants 


Software Buyer 


the Super Bazooka thing (!) on it’s own, but 
it’s not out until Christmas. 

AW: (A note of sarcasm in voice) That’s quite 
popular is it? 

RT: Oh yeah! But they don’t want the pack 
they just want the scope and the six game 
cartridge. They don’t want Mario. 

AW: How’s the SNES doing in comparison to 
the Mega Drive? 

RT: About the same at the moment, but we’ve 
had a lot of enquiries as to buying before 
Christmas. People are counting their pennies 
at the moment. ( Who isn’t7) 

AW: Have you had a lot of complaints about 
the price of games? 

RT: Well, they think they’re expensive but 
they’re still buying anyway. ( Good news for 
Virgin!) 

Although no copies of Control were on 
sale in Virgin Games Centre, Milton Keynes I 
was assured that they would try and get 
some copies in for the future. And I should 



Mathew Rlayalt 




Frightened and III youngster 

AW: What computer or console have you 

got? 

MP: Mmmm (big silence). 

AW: What make is it? 

MP: Atari Street (?) 

Mathew’s mum: An ST. 

AW: What game are you looking for today? 



Atari Lovers 


AW: So have you got an ST then? 
(Well, he was looking at ST software) 
PT: Uh huh, that’s right. 

AW: Have you come in for anything in 
particular? 

PT: No, I’m just having a look. 

AW: What was the last game you 
bought? 

PT: Er... (big sigh), Epic I think, quite a 
while back but it doesn’t seem to work 
on my ST. 

AW: Have you seen the SNES? 

PT: I have yes - I’ve seen it in Dixons. 
AW: What do you think? 

PT: It looks all right - it can be 


il i 

improved I suppose. 

AW: You’re not really that bothered 
about it then? 

PT: No, I don’t think the graphics are 
much, they could be better. I think 
they could have improved it - it might 
have been all right then. (Am I hearing 
things7) 

AW: Have you seen the Mega Drive? 

PT: The Sega one? Yes, I have. It 
looks better than the Nintendo - the 
graphics are a bit plain on the 
Nintendo (we are talking about the 
SNES!). But I haven’t really seen them 
apart from on the shelves, you know. 




















































Console Owner (hopefully) 


': Have you got a SNES of your own? 

MK: (P/aying on the SNES) No I haven’t. 

AW: Are you quite Impressed by It? 

MK: Yeah, I think it’s alright. 

AW: Is ft the kind of thing you’d buy? 

MK: Yeah, I suppose so if I wanted to play 
games all day. 

AW: Have you got a computer or console? 
MK: Yes I have, I’ve got an Amiga. It’s 
alright but the games aren’t too good on it, 
there aren’t enough arcade ones. 

AW: Do you want to stick to computers or 
do you want to advance onto consoles? 

MK: I wouldn’t mind a console, but I haven’t 
got the money for one at the moment! 

AW: What do you think of the Mega Drive in 
comparison? 

MK: I dunno, I haven’t played it yet, I’ve 
played the Nintendo quite a lot because my j 
next door neighbour’s got one but as for 
the Mega Drive I haven’t played It. 


Kelly wasn’t sure about speaking to me at 
first - It took a lot of persuasion. Her initial 
reaction was ‘It’ll cost yaV 
AW: Have you got a computer or a 
console? 

KB: Yeah, a Sega Master System. 

AW: What do you think of It? 

KB: It’s good. 

AW: How long have you had It? 

KB: About two years. 

AW: What do you think of the Super 
Nintendo? 

KB: Really good. I’d like one. 

AW: Have any of your friends got a SNES? 
KB: Yeah, but the old shape one, the NES. 
AW: ( Rival Turf was on the demonstration 
SNES) Have you played any other games 
other than this one? 

KB: No. 

AW: So from what you’ve seen what do 
you think is the SNES’s best feature? 

KB: You get more adventures and shoot 
’em-ups on It. It’s really good. 

AW: What’s your favourite type of game? 
KB: (Big hard think) Er, what’s it’s called 
again, erm... something the Hedgehog. 
Sonic! ( Dohhhl) 


\ 

AW: How long have you had it? 

JM: Since May. 

AW: How many games have you got? 

JM: Just the one, Super Mario. 

AW: Have you played the Mega Drive? 

JM: Yeah. 

AW: Which one’s better, the Mega Drive or the 
SNES? 

JM: I like some of the Mega Drive games but 
the Super Nintendo has got better 
capabilities. 

AW: You’re impressed by that are you? 

JM: Yeah. 

AW: So what’s the SNES’s redeeming 
feature? 

JM: The mode seven and the 
graphics. 

AW: Have you seen any 
other games? 

JM: Yeah I’ve seen loads. 

Most of the 
games I’ve 
played I’ve 
completed, I 
borrow them of my 
mates ( who do you 
think you are, Dave 
Goodyear?). 


MP: (Another big silence) Paperboy. 

AW: Haven’t they got it? 

MP: (Big look of disappointment on face) No. 
AW: Have any of your friends got a console? 
A Mega Drive or a Super Nintendo? (Better 
clarify the point, he looked ridiculously 
scared!) 

MP: Mmmm (this coupled with a nod 
constitutes a yes). 

AW: What do you think of them? 

MP: Good. 

AW: Do you like the games? 

MP: Mmmm (another nod!). 

Mathew’s mum: What are the names of the 
games you’ve played on the Super Nintendo? 
(Go mum, go!) 

MP: Super Mario and Paperboy. 

AW: And did you tike them? 

MP: ( You guessed it, another nod!) 

What great sports him and his mother were. 
Hope you’re feeling better Mathew; be the 
envy of your friends as they read this! 


Tracy tloyd 


Simon's family bought their Megadrive 
before the SNES was launched. 

AW: What have you heard about the SNES? 
SO: Well, it’s supposed to be marginally 
better(than the Megadrive) but I think the 
software is a bit dearer and there’s not 
enough games. So if we were buying again 
in a year’s time I might go for that instead 
but the prices will have to come down. 

AW: What game are you buying then? 

SO: Erm, Streets Of Rage I think, looks like 
it anyway. A couple of people up our road 
have got it so, you know. (Do we?) 

y 


AW: So what are you looking for? (Blimey, 
Allie, take it easy!) 

TL: (Scanning through the meagre number 
of official SNES games) My boyfriend’s got 
a Super Nintendo already - I’m looking for 
Christmas presents at the minute. 

AW: Has he had his SNES long? 

TL: Yeah, about six months. 

AW: What do you think of it? 

TL: It’s okay. He had a Sega before and it’s 
better than that. There’s not a lot of games 
out though, I’m finding it a bit hard at the 
moment. 

AW: How do you think it stands up to the 
other consoles and computers on the 
market? 

TL: Well he loves It! I can send him away to 
the spare room for a couple of hours and 


If you would like our intrepid 
reporters to call in at your store to 
ask you and your customers a load 
of nonsensical questions and go on 
to make needlessly sarcastic 
remarks about them in the 
magazine, drop us a line at: 

Remote Control, 
Maverick Magazines, 
Waters Green House, 
Waters Green, 
Macclesfield SK11 6LF 


Simon Owen 


Devoted Girlfriend 


A Family Man 




















































MEANWHILE BACK IN THE. 


Nick acts a prat once more, this time 
attempting to pull his own head off without 
the aid of a safety net 


Cavey Davey Is 
introduced to the 
delights of paper, 
thousands of years 
ahead of his time 


Despite 
practising 
hard In front 
of a mirror 
for many 
hours Alex 
still can't 
manage a 
grin 


Sad news for Dot & Lil, the previous 
purveyors of quality cholesterol, as we’ve 
blown them out over a dispute between 
brain blancmange sausages and cheesy 
bacon. A warm welcome goes out to the 
greasy Butty Box - and they deliver! 
Walkland, being a traditionalist, sticks to 
brekkies, while Cavey and Simmons dabble 
with monster viennas. 

Alex, however, is going on the offensive 
by munching any old lardy artery blocking 
substance first thing in the morning. The 
cholesterol championship is now in 
complete disarray as the rules have now 
been broken. Well, that was interesting... 


Mario Kart Mania has swept the office in no 
uncertain terms and everyone is claiming to 
be the master of this denizen of mode 
seven. Admittedly, Nick and Alex Lee are 
competent but Alex Simmons is the champ 
at the mo. Dave (aka: Cavey, Sonic, 
Axminster, etc) practises like there is no 
tomorrow, but he still can’t win the elusive 
lunch time championship. 

We are still awaiting food for a team- 
autographed SNES. A packet of chewitts 
and a jar of choccy spread is all we’ve 
received to date. But we’re still after dubious 
continental concoctions to win our special 
prize. Or a glockenspiel. 


While listening to one of Dave's jokes 
the boredom becomes too much and 
Allison passes out 
(Inset) That's you, that Isl 


Rumour has it that some magazines have to 
read Control to keep abreast of 
developments due to our second-to-none 
news and preview coverage, not forgetting 
our content of all the latest games reviewed 
and the most complete players’ guides ever. 

We’re also getting bigger. Whereas 
other SNES mags are blowing their own 
trumpet over their size, it’s interesting to see 
just how much is padding and advertising. 
Just check from the next issue - we offer 
hard hitting value. 

Next month you shall see the loads of 
the very first tempting previews including 
Super Star Wars and Jimmy Connors 
Tennis. We also have a few others tucked 
under our sleeves that you will discover in 
the next thrilling issue. 

We will have more reviews, with more in- 
depth analysis and a larger Officials section. 
More guides and tips, more listings, and 
special features. What more can you want? 
Tell us, we don’t want to patronise you. 


Is jason man or beast7 Top scientists are 
spending many perplexed hours 
attempting to unearth the answer as 
you read. 


Alex ponders in deep concentration over 
heavy metaphysics. 'Shall I have a double 
egg Vienna or a full brekky?' 


Next hiontti, we shall ' 
insist on remaining a head 
of the other magazines In 
every department, 
especially rags thatr*^ 
depend on quantity! 
rather than quality. 































With Dintendo game systems 


less thar £i.oo per irorth 

...yes it's incredible! all this for under £1.00 per month, plus you 
et discount vouchers (north more than £10.00 inhen youjoin • 
o me re not lOad!!! 


mm II0W you mill get £20.00 morth of discount vouchers 
as'mell as a special founders members card. [OK. yes me are 
completely bonkers]! Or you couldjust send for a free info 
pack. Either may you mon t even need a stamp. 

FREEC0IRPETITI0R® 

Os an added bonus you mill be entered into our free 
competition mith a first prize of either a game boy or 
cartridge. You don't have to join to min! 


C"f>&ck ffkJS Ol// 

^ Guaranteed lorn price carts ® 15 © or more discount. 

& Computer managed smap scheme. 

[^ Discounts on hardinare and accessories. 

Hottest nern imports ® fast, 
sf Regular special offers and extra special discounts. 

Advance Order Service ® uou’11 get it as soon as its available. 
Helpful ® well informed staff [nonest!]. 

® newsletter with hints, tips, nems and reviems. 

Exclusive club products. 

24hr ordering facilities, 
s' Free competitions ® prizes worth ElOOOs 
sf Exclusive club membership card. 100 © RIRTEnDO 


r- 








°winning reply drawn euery 2 months 9 winner notified by post. 

0UERL0A0CLUB 
FREEPOST 
CHICHESTER 
UJEST SUSSEX P0I9IBR 
TEL [0243] 531194 
FAX: [0243] 531196 



Rip out this coupon, inach it in the post! 

Ves I want to join DOUJ. I enclose £11.00 cheque or postal order made payable to Ouerload Club. 

Credit c ards accepted 9 _ 

Card Oo 1 I exp 


_I exp I_/_i £ 1 

Please send me at the speed of light an info pach so that I can join the 0UGRL00D CLUB § i 

■§ 

njnc _ 1 1 

0DDRCSS § / 

- £ I 

_ POSTCODE _ ^ 

i 1 

my system is ® HT 1 Game Boy OSOES CUnCS UHDUSOnjOPD § I 

^^ntjjanUocutupt^g^^l , 






























UtlLi! 

Mno IMES • GAMES • 


1^839-007818 


53SEnKc“S2 

pi US everything 
»HP PLAY H 


BACKFIRE, 


rHlS HUGE P»Et 
thunderbirds 

goodies 

COULD 

op yoURS’■ •/£ 

T« OUC 5 

MOW 1 - 1 - k0i 


* HOLIDAY 

MSUNNY 

£&£Qrw/a, 


YOuJ% UC H 

u,i XA/Ol/i/ 

CAU< ) 

MOW 


A fantastic 
FOUNTAIN B 
p£ay the quiz 


however YOU uv 

5 QUIZ NOW'.; 


TO SPEND 
CALL THE 


.j.jiLJJ-J 


E SURF YOU HAVE PERMISSION BEFORE YOU CALL.AVERAQE LENGTH OF CALL 5.5 MIN WHICH WILL COST £1.90 (CHEAP RATE). COMPETITORS ARE REQUIRED TO ANSWER ° UIZ QUESTIONS AND A TIEBREAK 
EAC^cSTpEmfoN^!JSSUSTOFRULES IS AVAILABLE FROM MEGAFONE LTD. A WINNERS LIST IS AVAILABLE AT THE CLOSE OF EACH COMPETITION BY SENDING AN SAE. MEGAFONE LTD., SANDYLANDS 
HOUSE, MORECAMBE LANCS, LA3 IDG. 
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